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Kwirk‘s in a bit of a stew. His main squeeze, Tammy, 
has been trapped, and Kwirk’s the only truckin’ Tomato 
with a chance to rescue her. With 
Kwirk, you'll move bunches of 
blockers, outwit 
plenty of pits, 
and mash 
through many 
amaze. 

And just when one labyrinth 
seemsto be licked...an even trickier 
one appears. 

So put on your shades, get your 
thinker in gear and join the a-maze- 
ing Kwirk in 
his quest to 
solve this 
puzzling 
predicament. 
And remember, Tammy's only got one 
hope...you! 

Coming soon for Game Boy: WIZARDS 
AND WARRIORS X: FORTRESS OF FEAR™ 
a brand new adventure with Kuros)” the 
gallant knight warrior; and WWF SUPER- 
STARS featuring Hulk Hogan;" the 
Ultimate Warrior™ and more in the best 
of WWF wrestling action. 
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Kwirk,* Wizards & Warriors X: Fortress of Fear," Kuros,” * Masters of the Game" and Acclaim" are trademarks of Acclaim Entertainment, Inc. WWF Superstars'is a trademark of 
TitanSports, Inc. Hulk Hogan is a trademark of the Marvel Comics Group, licensed exclusively to TitanSports, Inc. Ultimate Warrior’ and all other wrestlers’ names and character 
likenesses are trademarks of TitanSports, Inc. All rights reserved. © 1989 itanSports, Inc. Nintendo, Nintendo Entertainment System,, Game Boy”™ and the official seals are 
trademarks’ of Nintendo of America Inc. © 1989 Acclaim Entertainment, Inc. 
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When Nintendo of 
America first an- 
nounced the Game 
Boy portable game 
system, some people 
thought a tiny black- 
and-white liquid- 
crystal-display (LCD) 
screen wouldn’t at- 
tract many game 
players. And who 
would or could create good games for this new hand- 
held? Even the name — Game Boy — sounded odd at 
first. 

But once again Nintendo has proved the nay-sayers 
wrong. With more than a million Game Boys sold and 
several million more sales predicted by year’s end, there’s 
a flood of games headed toward the market from ap- 
proximately 50 Game Boy licensees. Not only are most of 
these new games good — many of them are very good! 
Game Boy fans are playing these games at home, at 
school, at the office, in waiting rooms, on playgrounds, 
while travelling — just about anywhere and anytime. 

In this, our first Game Player's Strategy Guide to Game 
Boy Games, we've included all of the games that are 
available, those about to arrive on store shelves, and 
those that you'll be seeing later this year. You'll find 
information on all of the games, as well as hints and tips 
on many of the best and most popular. 

There’s no question about it, Game Boy is a hit. And 
this is your guide to all the fun! Enjoy this issue, and look 
for much more Game Boy coverage in the months to come 
from Game Player's. 
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Mysterio’s intentions are no 
mystery. He wants you in 
his clutches, and he’s using 
Mary-Jane for bait. 


Youcan bars pullout of a 
tight spot by using your 
webs. But you should save 
the webs for a last resort. 


THE AMAZING SPIDER-MAN 


If you're like the millions of 
devoted readers who follow 
the exploits of Marvel 
Comics hero Spider-man, 
then you’re in luck. Spidey 
has caught Game Boy fans in 
his web with The Amazing 
Spider-man from LJN. 

As usual, Spidey’s prob- 
lems begin with loveable, 
helpless Mary-Jane. She’s in 
trouble yet again — this time 
kidnapped by the low-life 
henchmen of the evil Mys- 
terio. Before she’s rescued, 
Spider-man must battle all his 
old foes: Hobgoblin, Dr. Oc- 
topus, the Scorpion, and oth- 
ers. 

Of course, our hero can’t 
face these sleazeballs with- 
out his abilities. Spidey can 
still punch, kick, swing from 
webs, and climb walls as well 
as ever — OK, almost as well. 
Since you’re the one control- 
ling Spidey now, you've got 


to have impeccable timing 
before you can match blows 
with the big guys. After all, 
you don’t get a name like 
Venom if you’re all sweet- 
ness and light. 

Some of the thugs you 
meet carry ill-gotten gains. 
When they drop them, you 
can earn bonus points by 
recovering them. You also 
might want toscarf downany 
burgers you find lying 
around for an energy boost. 

Get ready for some seri- 
ous controller action in Spi- 
der-man. You can control the 
webbed hero three different 
ways, and each requires dif- 
ferent controller inputs. For 
example, Spidey’s controlled 
one way when the screen 
scrolls horizontally, another 
when the screen scrolls verti- 
cally, and a third when you 
want him to spin or swing 
from a web. 


Natesiot s heeds are ex- 
perts in the martial arts, but 
they’re still no match for 
you. 


Spider: man knows pleat 
of moves, but you'll have to 
practice to make the best 
use of them. 


Windows and manholes are defi- 
nitely things to avoid if you can. 
One false move, and it’s curtains 
for Mary-Jane. 


By watching the pattern of the 
explosions, you can get an idea of 
where Mysterio is likely to ap- 
pear. Then you can make sure 
you're in the correct position. 


You'll discover that spinning webs 
isn’t a good defense against the 
bosses. Use another move to de- 
feat them, and save your webs for 
later. 


Tee good punches rock Mys- 
terio — he'll go down with a little 
more effort. Stay to the right until 
you get an opening for your at- 
tack. 


Fighting Mysterio is tricky since 
he wont stay in one place for very 
long. And don’t forget that his 
poison gas is quite deadly. 
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Hobgoblin doesn’t make life easy 
for the webbed wonder — he’s 
hiding at the top of a towering 
New York skyscraper. 


Open windows are your biggest 
problem, but if you heed your 
Spidey Sense, you'll know what’s 
coming. 


at 


While your web won't be effec- 
tive against Hobgoblin, it cer- 
tainly does the trick on his un- 
derlings. 


od 


The rooftops are a natural habitat 
for Spidey. Unfortunately, Hob- 
goblin’s henchmen seem to like it 
here, too. 


can get through, and you can bet 
climbing to it won’t be easy — 
even for Spider-man. 


When he’s in his Goblin Glider, 
Hobgoblin is a formidable oppo- 
nent — especially when he starts 
using exploding jack-o-lanterns 
as bombs. 


Swinging on a web is a handy 
way to get out of a tight spot, but 
be careful or you'll end up in even 
hotter water. 


O.. thousand years ago, an 


army of malicious aliens invaded the 


peaceful city of Kyoto, forcing the 
villagers into an endless battle with 
the unwelcomed visitors. 


This is the classic video game that 
took Japan by storm ten years ago. 
This new N 
program, made especially fo 
Game Boy, has the added attraction 
of providing you with two different 
versions for twice as much excite- 
ment and double the fun! 


H features the 
Multi Matrix Sound System (MMSS), 
the latest advancement in audio 
high technology. 


In addition, with the new two 
player opponent mode, available 
only on Game Boy software, two 
players can enjoy the thrills of this 
exciting game simultaneously! 


HEIANKYO ALIEN, the 
Japanese masterpiece, is a 
game everyone will enjoy. 
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contact: Robert Leitgeb 


Your best tactic here is to follow These guys pop out of nowhere, 


Hobgoblin’s flight pattern and E FOR s SUBHAY, so be on your guard whenever 
time your kicks so they’Il land as _ , d YEE using subway cars for transpor- 
he’s coming toward you. tation. 


The Scorpion’s domain is far 
underground in the seemingly 
endless tunnels of New York’s 
subway system. 
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A good way to dvoid the Son 
pion’s thugs is to make use of the 
high ledges above the cars. 


Yes, he’s got a tail, and he knows 
how to use it. You have to time 
your attacks so that you avoid his 
deadly stinger. 


Here’s the Scorpion — what else 
would you call a guy with such a 
noticeable dorsal appendage? 


GAME BOY ACTION! 


Malibu Beach Volleyball. Two-on-two sandblastin' 
volleyball, Malibu style. Set 'n spike against V-ball 
crews from 4 countries, each with different strengths. 
Power serves, “bulldozer” digs, and other cool shots. 
1st and Only Game Boy Volleyball Game! 
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Heavyweight Championship Boxing. You've got 
hooks, jabs, uppercuts—plus a special knockout 
punch you select for each fight. Knockout, bash-'em 
boxing with 6 bad bruisers. 2 views of the action! 
1st and Only Game Boy Boxing Game! 


Ghostbusters I, All the best scenes from the hit movie. 
Battle Vigo and his slimy forces in all of New York's 
favorite “haunts,” from the subway to the Museum 
of Art. Nonstop blockbuster Ghostbusters action. 
Best Game Boy Graphics Ever! 


CIIVISION 
See your local retailer or call 1-800-227-6900 to order. : 


Ghostbusters™ II logo ©1989 Columbia Pictures Industries, Inc. All rights reserved. Nintendo, Game Boy, and the official seals are trademarks of Nintendo of America, Inc. 
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If you’re quick, you can get be- 
hind the Scorpion, crouch, and 
attack him with kicks. Unfortu- 
nately, Spidey wasn’t quite quick 
enough here. 


i . ee A stroll through the park would 
2? Pe ie z RYCREN be pleasant if it weren’t for the 
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men. 


Rhino’s disposition is as tough as 
his hide. Is it any wonder his 
hideout is that roughest of city re- 
serves, Central Park? 
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It looks like you'll be making 
another climb to reach Dr. Octo- 
pus. Be warned — the ascent up 
this building won’t be nearly as 
easy as the last skyscraper. 


Hope the problem of getting by 
these guys hasn’t “stumped” you. 
We'd hate for you to “bark” up 
the wrong tree and find yourself 
out on a “limb.” 


Don’t be fooled by his appear- 
ance. He may be a bit slow-wit- 
ted, but physically, Rhino is a lot 
faster than you might think. 


SP 


Defeating the Scorpion takes a combination of web action 
and well-timed punches. If you keep punching, he'll land 
right in your fist when he jumps toward you. Watch out 
for the deadly tail, though. 
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Play 
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against — 50 levels of — 
a friend. uncontrollable 


cubical 
craziness in 
every game. 


Blow out 

an multiple cubes 
ofthe 
same kind | 

i to rack up 

hig bonus 


Don’t let 
¢ h your blob 
_ get bonked 


‘ You'll tun your brain upside down @ - orit's 


all wal 


Knockout / Game Boy right side up! 2a 
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FLIPULL | 
for Game Boy. 


We. Magical 
cubes 

give you 

the power 

rN ® to break open 
tricky — 
patterns. 


Also coming 
- for Game Boy: 
‘Space Invaders* 
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THE ONLY GAME IN TOWN. = 
267 WEST ESPLANADE, NORTH VANCOUVER, B.C, CANADA V7M 1A5 


If you cannot find this product at your local retailer, Visa/MasterCard holders can order direct from anywhere in the U.S. or Canada by calling toll-free, 
1-800-937-0015. Taito® THE ONLY GAME IN TOWN? Flipull™ and Space Invaders® are trademarks of Taito America Corporation. Taito © 1990. All 
rights reserved. Nintendo® Game Boy™ and the official seals are trademarks of Nintendo of America Inc. © 1990, Nintendo of America Inc. 


Shoot the darker blocks on 
the walls and floors to gain 
bonus items. You may have 
to shoot through a lot of 
white blocks to get to the 
darker ones. 


BATMAN 


Gotham City is preparing to 
celebrate its bicentennial — 
surely an occasion for 
mirth, merriment, and civic 
pride, right? Wrong! The 
cement canyons of Gotham 
City have been darkened by 
the shadows of crime and 
fear. That arch-jester of 
mayhem, the Joker, is ready 
to spoil the party by zap- 
ping the entire population 
with nerve gas. He’s also 
plotting to kidnap Vicki 
Vale, the journalist whose 
newspaper articles could 
blow the lid off his 
schemes. 

Gotham’s only hope is 
Batman, and in this four- 
stage Sunsoft game, you 
control the Caped Crusader 
as he journeys toward a 
final confrontation with the 
Joker. The action takes 
place in locales that will be 
familiar to the millions who 
enjoyed 1989's biggest 
movie: the Axis Chemical 
Factory, the Flugelheim 


Museum, and the Gotham 
City Cathedral. 

Scattered throughout 
each stage are a number of 
black bricks. If you shoot 
them, you'll uncover 
power-ups, bonuses, and 
additional firepower op- 
tions. You'll recover one 
increment of life for every 
heart you pick up, for ex- 
ample, and earn an extra life 
with a Batman icon. If the 
Caped Crusader grabs one 
of the six gun items, he’ll be 
able to shoot through walls, 
fire continuously, clear the 
screen of enemies with 
smoke bullets, or launch 
Batarang projectiles. 

You must defeat a boss 
at the end of each stage 
before you can advance. 
Once you've fought your 
way past the boss, you'll 
find an exit door — walk 
through it and you'll face 
even tougher enemies 
finally encountering the 
Joker himself. 


This option item flies 
around Batman. Some fly 
faster than others, but you 
can have up to four as pro- 
tection at any one time. 


Grab a heart to gain one 
increment on your life 


You don’t have to shoot 
every foe — some can be 
avoided by just jumping out gauge. 
of the way. 
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There are a lot of bonus items on 
this ledge — but only if you can 
jump to it. 


When you come to the end of a 
stage or area within a stage, you'll 
find an exit door. Shoot it and 
advance to the game’s next sce- 
nario. 


The wave-gun is a useful weapon 
here because it shoots over walls 
and across the entire width of the 
screen. 


area of the chemical plant, and the 
muffin-shaped creatures usually 
self-destruct if you stay out of 
their way long enough. 


tte to dhe 
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right, you'll be able to walk right 
through that beam at the edge of 
the screen. 
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Be sure to shoot the block on the 
far side of this beam. There’s an 
additional life hidden there. 


To defeat Back Napier, duck and 
start shooting as soonas youcome 
onto the screen. 


Watch out fon falling debris at the 
beginning of stage 2-1. 


But even as you defeat Jack, you’re 
creating an even nastier villain: 
the Joker! 


Don’t stand on these pillars for 
more than a couple of seconds or 
you'll be crushed. 


The device on the right fires in 
several directions — but with only 
one barrel at a time. It’s not hard 
to dodge its fire and destroy it. 


Kneel and shoot the creature on 


the right before attempting to 
jump. 


FILL OUT AND MAIL IN THE SUBSCRIPTION CARD TODAY 


There’s no way you can get the 
gunman below without taking at 
least one hit, so if you don’t need 
the power-ups he’s protecting, 
you might just as well pass him 
by. In the second area of the Flugel- 
heim Museum, it’s safer to get 
above ground level so you'll have 
more room to maneuver. 


The “gun-up” bonus overhead 
multiplies the effectiveness of any 
gun you're carrying except for 
the tranquilizer gun. 


The bottom block under Batman 
contains an extra life. Don’t pass 
it by — soon you'll be quite glad 


These pairs of large jets are the 
most dangerous attackers in stage 
3-1 because they swoop down 


you have it. from behind you. You can main- 
tain a slight advantage by staying 
After you've cleared the museum, in the middle of the screen. 
you get to take a brief ride in the 
Batmobile. 
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Players use Mr. Mouse to solve 120 
different puzzle patterns. Play six 
different types of games against the 
computer or a 
friend. Solve 
puzzles to get 
secret 
passwords 
that let you 
play harder 
puzzles. 


WALL 


PASSWORD 


A new level of high speed excitement. Compete against 
32 of the world's top drivers in the split second world of 
Sweat and sacrifice. Race 30 different U.S. and 16 
international courses. Win prize money, or 
go gambling in Las Vegas, to build up ) 
your account. Use the money to make 
improvements on your car and enter 
exciting races all over the 
world! 


Build Your Skills and 
Car to Compete Against 
32 of theWorlds 

Top Drivers! 


1990 SETA U.S.A., Inc., 
QBILLION™ , BUILT TO 
WIN’ are trademarks of 
SETA U.S.A., Inc. 
GAMEBOY ®*, Nintendo® 
and Nintendo 
Entertainment System * 
are trademarks of 
Nintendo of America Inc. 


This boss spaceship is vulnerable 
in its middle. Fire as rapidly as 


Stage 4, the final confrontation in 
the Gotham City Cathedral, is 
introduced by the Joker himself. 


you can. 


The boss bomber of stage 3 fires 
multi-warhead missiles. Study the 
pattern of the explosions if you 
want tosurvive—thisis one tough 
opponent! 


Be prepared for stage 4-2 — it’s 
the most challenging sequence in 
this game — or any other game, 
for that matter. Try using a vari- 
ety of weapons to give yourself an 


These weapons look as though _— edge. 

they would fire horizontally, but 

in fact they shoot at an angle. Be 

careful that you’re not hit by stray SP 
fire. 


Your weapon of choice for this 
part of the cathedral should be 
the wave gun. 


than the last. Expect some nonstop action 
through six a-maze-ing levels of play! 


Lock N? Chase" is certain to get your Game 
Boy humming. You’ll be scooping up bucks, 
running mazes, and ditching cops for hours. 
if yowre good enough, you might make a 
clean getaway. 


| Payday has arrived! The 
D streets of this city are 
lined with cash and fill- 
ed with diamonds. All 
yours for the taking. 


But not so fast. It’s not that 
simple. First you've got to find the loot. 
And that’s not all. Youve got to be fast. Very 
fast. Because the police are right behind you. 
And they’re out to do what the Boys in Blue 
do best—stop you cold. 


Each street is a surprise, and no two routes _ 
are the same. You'll need all your skill to 
make it through multiple mazes, each one 
completely different and more challenging 


LICENSED BY 


1850 Little Orchard Street, San jose, CA 95125 
(408) 286-7074 


Lock N’ Chase: © and TM 1982 Data East USA, Inc. 
Nintendo, Game Boy and the Official Seals are trade- 
marks of Nintendo of America inc. © 1989 Nintendo of 
America Inc. 
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How foolish of William to 
drop his baseball bat. Pick it 
up and show him how to 
swing it properly. 
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It’s become a classic among 
videogames, an epic saga of 
revenge and betrayal. It be- 
gins with a kidnapping, the 
brutal abduction of Billy Lee’s 
girlfriend, Marian, by the 
Black Warriors. 

The Black Warriors are the 


toughest gang ina very tough 


city, so Billy’s work is cut out 
for him. But he’s the only one 
with the skills needed to res- 
cue Marian from the Shadow 
Boss, leader of the gang — 
and Billy’s own brother. 
Billy has nine methods of 
attack, but you must choose 
what he uses and when. His 
moves range from simple 
punches and kicks to upper- 
cuts, jump kicks, spin kicks, 
and ___ over-the-shoulder 
throws. The gang members 
are armed with oil drums, 
whips, bats, and other weap- 
ons to try to defeat Billy. But 
once he has disarmed the 
enemy, Billy can pick up dis- 
carded weapons and use 


DOSE PERSONS 
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them himself. 

From the city slums, Billy 
moves to the industrial areas 
on the outskirts of the city, 
through the forest area, and 
into the Shadow Boss’s lair. 
Each area is crawling with 
gang members. There are 
huge Abobos, who threaten 
with powerful grips; Lindas, 
who wield mean whips; Ch- 
intals, whoare slight but well- 
skilled in martial arts; Lopars, 
who are strong enough to 
throw immense boulders — 
to mention only a few. 

For an additional chal- 
lenge, grab a friend so you 
can compete in a head-to- 
head contest of speed, dex- 
terity, and accuracy to deter- 
mine the better fighter. But 
no matter how you play, 
you'll find Tradewest’s 
Double Dragon an accurate 
translation of one of the most 
popular Nintendo games 
ever developed. 
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This is no time to be a gen- 
tleman. Pulverize Linda 
with your baseball bat. 


Your spin kick should fin- 
ish off this pest, but watch 
out for the guy trying to weaponless. Now you can 
sneak up on you with that take care of him with a few 
crate. hair-pull kicks. 


When you dodge his crate, 
the gang member will be 
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A flying jump kick will puta Linda 

out of commission almost every 

time. 


Don’t let Abobo, the boss of Mis- 
sion 1, push you around. Keep 
using a four-punch combination, 
and you'll easily scramble his 
brains. 


& 


HEUECCOUSUQEOE 
Poa 


Knocked off a ledge with a spin 
kick, this William has nowhere to 
go but down. 
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Jump carefully on these conveyor 
_ belts. The one on the left is mov- 
ing toward you, not away. 


One-two-three-four! Give Abobo 
a taste of his own medicine and 
watch him fade into the wood- 
work. 
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Mission 2 takes place in a ware- 
house. If you hit or kick a foe as he 
moves down a ladder, you'll have 
a head start toward finishing him 
for good 
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After scrambling up and down 
ladders in the warehouse, you 
finally come to this room, where 
you're attacked by a series of 
Lindas before the boss comes out. 
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Watch out for this William play- 
ing hide-and-seek in the upper- 
most branches of a tree. When he 
lets you know where he is, he’s 
not just playing games. 
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The boss of the second level, a 
Chintal, spins and flips around 
you, kicking you when you least 
expect it. Stay close to him and 
keep the advantage by not letting 
up on your attack. 
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Lindas ambush you when you 


begin to cross this precarious 
bridge. 


Mission 3 leads you into the for- 
est. Foes come at you from all 
sides here, so scroll slowly and try 
to defeat one before the next one 
arrives. 
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Give that Linda a few hair-pull 
kicks and she’ll soon be out of 
your hair. 


challenge of myriad shapes and blocks. It will 
take the art of Daedalus and the power of _ 
your mind to solve the confounding riddlesof = = 
the blocks. To master Daedalian Opus™ is to ae 

achieve the art of victory. . 


THIS GAME : 
IS LICENCED BYNINTENDO® 


VIC TOKAI INC. 


22904 Lockness Ave., Torrance, California 90501 / TE 
Nintendo® and Nintendo Entertainment System® are tra 
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This A Abobo can be defeated with 
the same four-punch combination 
as the previous one, but an easier 
method is to try to punch him 
right off the cliff. 


The final challenges of Mission 3 
await you on the other side of 
these ravines. 
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Leap off the ledee and prepare to 
face a group of Chintals, one of 
whom carries an ugly scimitar. 
Use it to inflict damage on him — 
instead of the other way around. 


In this small room, several foes — 
some with weapons — confront 
you. When you've finished with 
them, you'll meet the boss of this 
level. 
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After you defeat the Chintals, 
shinny up to this walkway. 


- Here’s the Mission 3 boss — 


another Abobo. Use the same 
method as you did on the other 


 Abobos to defeat him most satis- 
~ factorily. 


HOT 
HANDS! « 


Blistering action, multiple skill levels, super graphics, a bigger e 
screen and the most realistic sound effects ever make ANS i is 


Acclaim’s SuperPlay™ hand-helds the games to 
beat. With high-tech features like an 
arcade-style continue mode, 
high score memory 
and roll-over scoring, 
the better you 
get, the 
greater the 
challenge! 
So if you're 
tired of just twid- 
dling your thumbs 
and crave real power 
in the palm of your 
hand, fire-up 
an Acclaim 
; [oe SuperPlay a 
ar ait i “4 hand-held 
Feel the Heat! / — 
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Masters of the Game’ 


Acclaim™ Masters of the Game" SuperPlay,” and Wizards & Warriors™ © Acclaim Entertainment, Inc. Wizards & Warriors © 1989 Rare Coin It. 1943: The Battle of Midway” TM & © 1988 Capcom USA, Inc. Ring King™ TM Data East. 
Knight Rider™ TM & © 1982 Universal City Studios, Inc. Hulk Hogan” is a trademark of the Marvel Comics Group licensed exclusively to TitanSports, Inc. World Wrestling Federation? WrestleMania® and all other wrestlers’ names and 
character likenesses are trademarks of TitanSports, Inc. © 1989 TitanSports, Inc. All rights reserved. © 1989 Acclaim Entertainment, Inc. 
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Mission 4 takes you to fhe 
Shadow Boss’s hideout via 
underground caverns. But first 
you must defeat these rock-wield- 
ing henchmen. 


People aren’t your only dangers 
down here. Those falling stalac- 
tites will make mincemeat of you 
if you don’t back up a little to let 
ne NE hal Pe them fall in front of you. 
Once you’ve dodged the boulder, 

you can unleash your spin kicks 

to demolish these Lopars. 
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Just when you thought you were This bubbling liquid is as danger- 
safe from natural hazards, this __ ous as it looks. But you must get 
runaway boulder hurtles toward _ past it before you can face your 


you. 1P pie by | ultimate enemy, the Shadow Boss. 


Jump down these steps and take 
cover to the left. The boulder will SP 


then bounce harmlessly over your 
head. 


This tower leads 
to Paradise. 


The only way your adven- 
turers are going to be able to 
climb the tower is by com- 
pleting the difficult quest 
that awaits you. 


< SKELTON 
a ALBATROS 


GOBLIN 


You can choose your own 
race and those of your party 
members from a variety of 
choices. 


FINAL FANTASY LEGEND 


Ancient legends tell of atower 
in the center of the world that 
leads to paradise. Tempted 
by visions of an idyllic exis- 
tence, many have journeyed 
far to find it, but noone knows 
what became of them. Now 
it’s your turn. Find three ad- 
venturers willing to join you 
and begin the quest of a life- 
time. 

You lead this party in your 
travels through towns and 
forests, across rivers and into 
castles. Speak with everyone 
you meet within the towns 
and castles to gather vital 
clues. And expect random en- 
counters once you leave any 
of the various pockets of civi- 
lization to wander the woods 
— you'll run across lizards, 
goblins, trolls, and other 
loathsome creatures in the 
wild. 

These creatures are invis- 
ible until you meet them face 


Look at the status screen to 
discover the abilities and hit 
points for each race. You 
need a balanced party. 


to face, but you always have 
achoice of running from them 
orstanding your ground. Un- 
less your party is already 
injured, your wisest course is 
to engage them in battle. If 
you attempt to run and can- 
not put enough distance be- 
tween your party and the 
creature, it often attacks your 
backs and can inflict greater 
damage. Besides, defeating 
enemies is the easiest way to 
earn the gold pieces with 
which you purchase weap- 
ons and spells. 

With Final Fantasy Legend, 
Square Soft has developed 
one of the most complex 
adventures available for the 
Game Boy. So gather your 
weapons and prepare for 
might, mystery, and magic 
as you set out to achieve the 
dream of mankind — para- 
dise. 
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Your battles are completely 


controlled by the computer, 
once you have selected your 
weapons. Goblins are easy 
to defeat. 


Sin bien onan 2 
Everyone in King Sword’s castle 
is hostile. Prepare to be attacked if 
you stick around too long. 


Id friend 
by everyone inside King Armor’s 
castle. 


Before long, roaming enemies will 
start attacking intandem. Youcan 
decide which members of your 
party attack which monster, so 
you can gang up on them one ata 
time or take on all three at once. 


= 


Use your gold wisely when you’re 
in a shop. Some weapons you can 
use only a few times, but a strong 
punch will last forever. Buy it 
when you have enough money. 


Some lizard meat is poisonous, 
but some will turn anyone who 
eats it into a reptile. If you’re not 
satisfied with the race of a party 
member but don’t want to lose 
experience, try a lizard sandwich. 


Extra hit points are a bargain at 
100 gold pieces. Invest in them 
when you can. 
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Naturally, the king’s true loveisn’t 
with the bandit of her own free 
will. He’s threatening the safety 
of her village if she doesn’t marry 


him. 


Poor King Armor is lovesick 
because bandits have stolen his 
girl. He’s sure to be very grateful 
if you can return her to him. 


Here’s a vital clue in your quest. 
But who knows what will happen 
when you replace the weaponry 
on the statue. 


Forget about the 
Sinrl. 
Bandit: No way! 


& 


He wants a fight, does he? Well, 
he’s picking on the wrong adven- 
turers. 


If you talk to this octopus, he’ll 
restore life to any member of your 
party who has been killed in 
battle. 


& 


Here’s the hideout of the bandit. 
It’s a cave in the southern part of 
the land. 
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Doors that were once locked now 
reveal valuable potions. But save 
your game before you enter be- 
cause you'll face several chal- 
lenges inside. 


to give you his weapon without a 
fight. And his minister isn’t any 
friendlier than the monarch. 


choice of appendages — he’s ac- 
tually giving you his armor in 
return for rescuing his true love. 


The town near King Shield’s castle 
is a great place to pick up infor- 
mation. At last the pieces of the 
puzzle are falling into place. 


Of course something’s missing 
from the statue. That’s what eve- 
ryone’s been trying to tell you. 


AO a rience a 


This villager tells you that the 
statue of Hero is located in the 
town square. 


From Out of 
the Darkness Shall 
Arise 
a Challenge 
to Your Wisdom. 


“Solstice, a new action/puzzle game...a challenging task indeed...three dimensional view.” 
Nintendo Power™—March/ April 1990 


™ 


Licensed by Nintendo for play on the 


ENTERTAINMENT SYSTEM 


Solstice™ is distributed by (5G Imagesott Inc., Los Angeles, CA. “CSG Imagesoft™” and “Imagesoft™” are trademarks of (SG Imagesott Inc. Solstice” is a trademark of Software Creations (ROM Developments Ltd.). © 1989, Software Creations (ROM Developments Ltd.) Nintendo® and 
3 Nintendo Entertainment System® are trademarks of Nintendo of America Inc. : > 
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Here’s the reason the kings have 
been so unfriendly. They’re each 
fighting the others in an attempt 
to win all the weaponry. 


Once you defeat the minister, 
you'll finally have the king’s 
shield. 


the albatrosses will give you even 
more background about the statue 
of Hero. 


GEN-BU attacks 
PHIL 
br TUSK 


geet 


All your previous battles pale in 
comparison to this one. If you’re 
_ strengthisn’t at its maximum, you 
_ don’t stand a chance. 


Use the Equip command to give 
your items to the statue. You'll 
get a sphere in return. 


a 


SP 


Hey! What’s happening? It seems 
that just returning the weaponry 
to the statue wasn’t enough. Now 
you have to fight the Gen-Bu 
dragon. 


SHANGHAI... | SSAEy Revenge%!:Gator .. 


The game that took over 2500 years to ‘Gators galore! Eight scrolling screens—secret 
develop—and at least that long to master! A : entrances to bonus areas—hungry ‘gators that 
seemingly endless number of variations of unexpectedly swallow your ball and move 


the playing board, each with five increasingly , it to a new screen—all in a package you can 
difficult stages to unravel. Play the original HAL AMERICA INC. slip into a pocket and take with you anywhere. 


version, using Mah Jongg tiles, or the ae 90 ry me ee Ay Ba. You'd need a pinball machine the size of the 
updated version using the alphabet. We can The a unade Special. OK Everglades to hold all this excitement, but 
teach you how to play the game—the only 7873 S.W. Cirrus Drive, Building 25F « Beaverton, Oregon 97005 Hal America and Game Boy'make it portable. 


thing we can’t teach you is how to quit! Tel 503/644-4117 © Fax 503/641-5119 LICENSED BY 


Nintendo, Game Boy and the Official Seals are trademarks of Nintendo of America Inc. ©1990 Nintendo of America Inc. (Nintendo) 
©1990 HAL AMERICA INC. 


As you go down the roster 
of opponents, examine each 
fighter and study the avail- 
able statistics on his pow- 
ers. 
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BLEVEL 


When choosing a team, pick 
warriors whose skills com- 
plement one another. 


FIST OF THE NORTH STAR 


Fist of the North Star is a 
round-robin martial arts 
game dangling froma 
slender story thread. Ken- 
shiro, the warrior whose 
deadly dukes give the game 
its title, is but one among 11 
warriors, good and bad, 
caught in a battle for su- 
premacy in a post-holocaust 
world. 

There are three modes of 
play in the Electro Brain 
game. In the normal mode, 
one character under human 
control faces ten challengers 
controlled by the computer. 
In the vs. mode, two human 
players compete against 
one another, and in the 
team mode, you can choose 
five warriors to form a for- 
midable team to take on the 
other fighters. Before you 
select a character, press the 
A and Select buttons simul- 


Each enemy belongs to a 
particular school of martial 
arts. Study their attributes 
before fighting with or 
against them. 
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taneously to observe each 
warrior’s attack, defense, 
and experience levels. 

Combat occurs against 
futuristic or Oriental back- 
grounds. The energy and 
attack power meters for 
each fighter are displayed 
at the top of the screen. 
Obviously, it is to your 
advantage to strike while 
both meters are at their 
fullest — but don’t forget 
the individual styles of the 
different fighters. You may 
run into trouble dodging 
weapons — throwing 
needles and other missiles 
are difficult to see and 
track. Avoiding them is 
more a matter of timing 
than actually ducking when 
the object gets too close. But 
martial arts fans will still 
enjoy the challenges of this 
all-action game. 


Heart is an immense, mus- 
cular opponent who likes to 
crush his foes with his 


powerful grip. 


Warrior Shin creates a vacuum 
drain with his fists that’s power- 
ful enough to destroy enemies 
even froma considerable distance. 


Raohisa fearless fighter. His Aura 
Wave may be the most powerful 
weapon of all. 


Jagiis Kenshuro’s brother-in-law. 
He is armed with deadly needles 
and has a terrible temper. 


Uygur is even larger than Heart, 
although he is less agile. Watch 
out for the body-crushing tech- 
nique he uses, known as the 
Mongolian Destruction. 


Hyou is actually a close relation 

to Kenshiro, but doesn’t know it 
because part of his memory has 
been erased. 


Han is ranked third in the power 
structure of this martial arts world. 
He, too, has an Aura Wave, but he 
prefers to use his incredibly fast 
fists. 


Kenshiro — called “the North Star” because he wears the seven-starred 
emblem of that constellation on his chest — is probably your best bet for a 
one-person-against-all-comers game. He has excellent stamina, power, 


and all-around skills. If this game has a hero, it’s Ken. 
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Falco, “TheGolden,” isrenowned | 
for the power of his mental at- | 
tack. 


Souther uses a vacuum drain, too, 
but it is truly dangerous only at 
close range. 


Kaioh is the supreme commander 
of this martial arts culture. He isa 
versatile warrior, but an evil one. 


WINNER! 


UYGUR 


GUR GETS” 
215: 


Because of Heart’s sheer bulk, 
it’s dangerous to let him push 
you into a corner. 


Each winner gets a certain num- 
ber of experience points. 


Uygur’s whip may keep Heart at 
a safe distance. 


The least subtle warrior is Heart. Like the organ for which he’s named, this 
behemoth is all muscle. While he’s not especially fast, he is huge and can 
sustain kicks and punches that would fella horse. His deadliest tactic is the 


horribly effective “body crush,” which you can activate by pressing the B 
a 2, oO 


button. 
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WINNER 


UYGUR 


ATTACK POWER.B 
iPTS UP! 
DEFENSE POWER 


ipt 


WINNER? 


—UYGUR- 


UYGUR 


LEVEL UP! Attack and defense power in- 


Striking an opponent when his 
attack power meter is low is a 


crease when you win, but not as’ 
reliable strategy for victory. 


dramatically as your experience 


ATTACK POWE 
— - points. 


As you win multiple victories, you 
gain higher levels of expertise. 


“anti 19s 


Clever use of background art adds 
variety to this game. Some battles 
take place in nuked-out futuristic 
cities. 


Once your character builds up 
enough experience points, he may 
seem unbeatable — but don’t get 
over confident. 


of this game — he is also an agile 
and well-rounded warrior. 


Character development is a critical aspect of this game. In the normal 
mode, you can build each warrior’s strength and experience level through 
single combat. Then you can take that well-developed character and use 
him in the vs. or team modes. 


4] 


Falco’s Aura Wave is more con- 
compensate for their lack of sheer 
power by staying constantly in 
motion. 


centrated than Raoh’s and is there- 
fore more likely to land and inflict 
damage. 


oe 


Raoh uses his agility and Aura 
Wave to beat Uygur, even though 
Uygur had won several earlier 
bouts. 


errr eases. 


GONGRATULAT IONE 


Uygur vs. Han: Brawn against 
speed results in a very tough 
match for Uygur. 


The game’s visual imagination 
falls asleep at the very end — this 
is all you get for winning. What a 
letdown. 


Some of the later battles take place 


on the wasted surface of the SP 
planet. 


Certain kinds of attacks are generated by pure mental en- 
ergy. Most effective are the Aura Wave and Vacuum 


Drain attacks used by Souther and Shin, respectively. If 
you're playing in the team mode, you'll want these two 


guys on your side. 
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nter the heart of darkness with this scaled- 
down version of Konami's hit series Castle- 


vania. But the journey to Count Dracula’s 
castle is no easier on Game Boy than in the NES 
games. 

Armed with cunning, courage, and a mysti- 
cal whip, you must battle through four levels of 
crypts, torture chambers, and slimy dungeon 
corridors. At the end of each level waits a Pri- 
mary Evil, eager to make a meal of you. Butif you 
reach the end of the fourth level, your chance to 
duel the evil Count will be at hand. 

Use your whip to uncover bonus items you 
need for survival. Hearts restore your life-line, 
one-ups provide extra lives, gold crosses make 
you invulnerable for a limited time, and crystals 
increase the potency of your whip or summon a 
spirit of Primary Evil. Bear in mind, though, that 


the strength of your whip can only be doubled 
— the third, fifth, or 100th crystal you find won't 
increase its power. Also remember that your 
whip is ineffective while you’re climbing up or 
down, something you'll be doing a lot in this 
game. 

Each stage has deadly traps, such as the Pit 
of Vipers or the Fearsome Pursuing Wall. Dan- 
gers materialize suddenly from the slimy ceiling 
or the bloodstained floors. The only way youcan 
escape some of the more fiendish traps is to 
batter down some of the stone pillars and flee 
the screen. 

After losing your last life, you may continue 
from the beginning of the last level you reached. 
You can do this as often as you like, but if you 
turn off the Game Boy machine, you'll have to 
start all the way back at the beginning. 
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HINT 


Remember that. 
Dracula’s Castle — 
in keeping with a 
great romantic tra- 
dition — has a few 
secret passages. As 
you climb or de- AA Fg ve ; Fal Sed wd 
scend ropes, try / oo] ool i : a a 
jumping against the veMee nipuea 
walls to uncover one aoe 

or two. Use your whip on the fireballs Oe 
that rain down at the start of ~ TttHetiie 
the game. ae 


» 


Hit the candles on the wall for bonuses 
and power-ups; this one contains a 
heart. 


TO ees 
It’s safe to climb this rope — there are There is, however, a Big Eye monster 
no monsters lurking at the top. at the top of these stairs on the left. Be 


ready with your whip. 


a 
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That candle hides a valuable cross of RApEE This Bad Eye is no problem — just stay 
gold. At first, this bird is no threat, buteach —_ on the rope until it rolls harmlessly 
time it flies by, it gets lower. past you. 


Ad 


When crossing the - 


_ bridges on level 2, it 


the first Big Eye that | 
rolls toward you~ 
explode, tearing a 

hole in the bridge | 
— throughwhichallthe | 
~_ otherBigEyeswillfall. _ 


When you reach the grave- But the hole Is diff- 
yard, you'll be attacked by this cult fo jump across, 
Under Mole. It takes more than so it's better just to” 
one hit to destroy it. jump over the Big 
Eyes. oe 


Jump and use your whip in mid-air to 
catch the heart beneath this candle. 


The fireballs that drop on you here Keep moving in this area — those Thiscandlecontainsa valuable crystal 
turnintoMadmen—it’sbettertowhip blocks fall from under your feet ina that can increase the power of your 
them in mid-air before they have a _ matter of seconds. whip. 

chance to change. 


You need to make one passage under 
these stones, then double back and go Gobanz is the boss of level one. Use 
across the top of them. But beware of the blocks to get behind him. 

the bird. 


HINT 


The Fearsome Pursu- 
ing Wall trap at the 
beginning of level 3 
is tricky to escape. 
When the walls first 
start fo close, lash 
the revolving pillar 
with your whip. As 
soon as it crumbles, 
dash through, find 
the place where the 
ceiling is recessed 
above you, and 


ee 


Zeldo awaits below, but if you get to 


There’sa cross concealed at the start of kneel down. You'll the rope quickly enough, he won't 
level 2. Withoutit, you probably won’t be safe there when have dina to sen ke. 
survive long enough to reach level 3. the ceiling comes 

falling down. 


Hittite aa 
a i —ae Once you've eliminated the 
These Punaguchi heads spit danger- Punaguchi, you may be tempted to 
ous fireballs. It requires several hits to step on that ledge just beyond him. 
destroy them. ' But don’t stand on it for long. 


' : Leap across the stones and 
. : get the candle on the left 


If you whip the Bad Eyes in this bridge before you collect the two Climb up and let the first Bad Eye roll 
sequence, they'll explode and take part below. past you, then quickly go down before 
of the bridge with them. the second one reaches the bottom. 
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concentration is 
early always fatal. 


AT 


it isi 


Watch out for Under Moles (in their 


under-holes!). Kill them all and Here they are — the Fearsome Pursu- . 
you'll have cleared level 2. ing Walls. 


It’s worse than a fun house! 

Once you get past the deadly 

ceilings, watch out for the 

Once the walls start moving, the ceil- swiftly rising floor. 

ing isn’t far behind. 
One touch from those spikes means 
death. 


Move quickly up these ropes — the 
Don’t jump off the rope until that floor will overtake you if you miss a 
creature is completely out of the way. single step. 

If you hit it, you'll bounce off and land 

on the spikes. 


Catch of a Lifetime. 


Jaleco™ and Bases Loaded® are trademarks of 
Jaleco USA, Inc. Nintendo® GAME BOY® and Nintendo of America® are 
registered trademarks of Nintendo of America. © 1990 Jaleco USA Inc. 
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The power of serious baseball action in the palm 
of your hand—that’s what you get from the new 
GAME BOY’ edition of “Bases Loaded.” Featuring all 
of the dazzling plays and realism that made “Bases 
Loaded” great at home, captured from two separate 
perspectives that actually move with the action. 

“Bases Loaded” for GAME BOY. Catch it at your 
favorite video game store now! 


Live Action That Never Ends. 


AVENE 


SENN. 
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LEVEL 1MAP 


At the end of level 3, just before you encounter the boss monster, you 
have to climb up a long rope. Start jumping into the wall about half 
the way up. After two or three jumps, a secret passageway should 
open on the right. Follow it and you'll come to a room with three 
candles, containing a one-up, aheart, and asphere. You'll find these 
very handy when you confront the level 3 boss. 


] 


It’s worth the risks 
to your health to 
find the hearts with 
which you can heal 
your injuries. You'll 
also beable to avoid 
the boomerang- 
thrower on the 
lower ledge — and 


his weapons can be 
deadly. 
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The lower ledge may 
look like the safest 
passage through the 
corridor, but grab 
the rope and walk 
along the upper 
ledge. 


SLIDE #7 
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SECRET HINT 


When crossing the bridge, try to 
jump over the Big Eyes instead of 
making them explode. The holes 
can explosion can cause in the bridge 
can be very tricky to jump across. 


SLIDE #17 


But the Big Eyes will come at you 
from behind, too. Now you want 
them to explode so the hole will 
be behind you, not in front. 


SLIDE #18 


Even when the Big Eyes start rolling in 
pairs, you should still jump over them. 
Take them both with one leap. You'll 
probably lose strength, but notas much 
as you would if you fell through a hole 
in the bridge! 


SLIDE #19 
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FORTRESS OF FEAR 


The evil Malkil, wizard of darkness, is up to 
his old tricks. No one in the land has seen or 
heard of Malkil for 17 years, and so no one 
connects him to the recent kidnapping of 
Princess Elaine. But you remember that 
Malkil vowed vengeance. You are the only 
knight to have challenged Malkil success- 
fully. Now, with your powerful IronSword, 
it appears that you must do so again. 

In Acclaim’s Wizards and Warriors X, your 
journey to Malkil’s Fortress of Fear encom- 
passes five chapters, each with several lev- 
els. You must search for the keys that will 
give you access to locked chests and pick up 
gems and magic spells that will help in your 


Naturally, Malkil has placed horrible crea- 
tures and deadly obstacles to hinder you. But 
you can strengthen your life force by eating 
and drinking any food or beverage you may 
find. It’s also important to collect extra lives, 
since a knight needs as much help as possible 
to defeat Malkil and his minions. 

“Leave no stone unturned” is a perfect 
motto for you, since most of the items you 
need are hidden or perched just out of reach. 
Don’t be afraid to retrace your steps, and 
always remember to search a scene thor- 
oughly before moving on. In this game, the 
more riches you acquire — gems, lives, or 
Spells — the better. 


an EXTRA. 
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You never know when 
a chest will contain 
something useful. None 
are booby trapped, so 
you don’t risk anything 
by opening every one. 


A lunge at just the right 
moment and ... fish-on- 
a-stick! Unfortunately, 
you don’t have time for 
filet of moatsucker right 
now. 
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Nearly all the jewels you 


find either possess great 


value or even greater - 


magical powers. It pays 
to pick up any you see. 


You ll use up lives 
quickly in Wizards and 
Warriors X. Although 
you can only stockpile 
five lives, try to keep the 
maximum at all times. 


NORMAL MODE: Challenge the computer! PRESENTED BY 


VS. MODE: Go head-to-head with a friend 
and create an invincible “dream team” 
of warriors, each with a special power! 


ELECTRO SRA . 
This game pack for use with the Game Boy 
Compact Video Game System. 


€2 Toei Animation Co., Ltd. 
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TI ere’s a chest under a bridge in the first level that’s tough to reach. You 
can get to it, though, by riding a cloud all the way down, then jumping 
__ through the bridge opening. Your efforts will be rewarded. 


LEVEL 1:0. 
COMPLETED 


THE EVIL MALKIL — 
ANGITS Te VERT 
HIS WRATH APOR 
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Here’s the entrance to Castle Iron- 
Spire, where the beautiful Princess 
Elaineis being held prisoner by Malkil. 


As if you actually needed a 
reminder; Malkil never 


misses opportunities to play 
mind games with you. 


oo 
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This vicious serpent has a long range, 
but if you get in close, crouch, and 
hack away, you'll have him. 


You should practice using the floating | 
platforms scattered throughout the 
castle. But remember, they don’t all 
react in the same ways when you step 
on them. 


Should you take on the serpent 
or the bat first? The serpent is 
limited to the water, so destroy 
the bat before facing the serpent. 


From out of nowhere comes a barrage 
of cannon fire. There’s nothing to do 
now but duck and see if you can find 
a way around the artillery. 
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Cannon fire and bats is a tough combi- 
nation to beat, but if you consider the 
slow rate of cannon fire, you'll see that 
you have time to take care of the bats 


Don’t spend any time loitering on this | 


platform, or you'll be headed on a 
one-way trip straight down. 


Now that the bats are out of the 
way, it’sa good idea to check out 
the contents of that chest. 


If you’re lucky, you'll find a Spell 
of Invincibility. It’s particularly 
useful now, when you're about 
to be swamped by Malkil’s 
guards. 


In Wizards and Warriors X, you can 
never have too many magic spells — 
or, in this case, too many keys. 


just need to scarf down a few grocer- 
ies. But stick with the staples of a 
proper diet. While the spider may or 
may not be tasty, it probably won't 
agree with you. 


To fight the giant bat, you need to jump alternately from the upper ledge - 
- to the lower, all the while slashing away with your sword. On his third _ 
pass, jump onto the lower ledge, and you should have him. 


o7 


You'll find that some of the jumps are possible only if you possess special 
jumping boots. Don’t worry, though, because if you need them, they re 
always hidden somewhere in the vicinity. 
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Here’s the entrance to Castle 
IronSpire, where the beau- 
tiful Princess Elaine is being 
held prisoner by Malkil. 
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As if you actually needed a 

reminder; Malkil never 

misses opportunitiestoplay This vicious serpent has a long range, 

mind games with you. but if you get in close, crouch, and 
hack away, you'll have him. 
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Youshould practice using the floating | 
platforms scattered throughout the § 
castle. But remember, they don’t all 
react in the same ways when you step 
on them. 


ay 4 se 


Should you take on the serpent 
or the bat first? The serpent is 
limited to the water, so destroy 
the bat before facing the serpent. 


From out of nowhere comes a barrage 
of cannon fire. There’s nothing to do 
now but duck and see if you can find 


a way around the artillery. 
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There’s not enough mouthwash in the 
world to help this lizard’s breath. 

You'll find out for yourself if you let 
_ him exhale on you. 


Great. Just what you wanted to 
— i oN 

see — a few more rotating axes. a AGRA oN 

These are trickier to get past, 

though, because their rotations 

aren’t in sync. 


If diamonds are a girl’s best 
friend, then think what these 
gems could do for a 
social life. 


THRed Hast 
DISCOVERED 
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As you progress, each stage gets more 
challenging. Even the floating plat- 
forms get a lot more tricky to negoti- 
ate. 


MED 
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SPELL OF 
SIBILITY 


If there's one spell abso- _ 
lutely essential to victory, 
it’s the ever-popular Spell 
of Invincibility. Don’t leave 
home without it. 


The dying skull is the most Udcadly 
enemy you've encountered to this 
point. Defeating it requires you to be 
in exactly the right position. 


The giant skull mouth looks tricky, but landing inside is really just a 
matter of timing. Wait until the mouth is completely closed and then 
jump. By the time you land, the mouth should be wide open. 
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f you’re one of 
those fans who 
can’t get enough of 
the national pastime — even 
with the season in full swing — 
you llenjoy playing Bases Loaded 
GB. 

Anyone familiar with the 
first two Jaleco Bases Loaded 
games for Nintendo will feel 


right at home with the Game 
Boy version. You begin by se- 
lecting either the East or West 
team, depending on the style of 
play you prefer — U.S. or Japa- 
nese (the only real difference 
we found between the twostyles 
was in the speed of the pitches 
— in the Japanese mode, the 
pitches are much faster and 
harder to hit). You can also se- 
lect an official game with nine 
innings or a non-official game 
in which you can set the num- 
ber of innings. 

You bat first, and you can 
bunt or move in or out on any of 
the pitches — although the bat- 


Bases Loaded 


ter is frozen once the pitcher 
begins his windup. When you’ re 
on the mound, use the A button 
and the directional pad to de- 
termine pitch location and 
movement. For example, to 
pitch a low inside curve to a 
right-handed batter, move the 
cursor to the inside of the plate, 


hit the A button to start the 
windup, push the directional 
pad down and to the right, and 
then hit the A button again. Your 
pitch should leave the batter 
swinging at his shoelaces. 

Fielding is perhaps the 
toughest aspect to master in 
Bases Loaded. With such a small 
screen, there’s little margin for 
error when you're attempting 
to field a ball — especially with 
long flies to the outfield. Fortu- 
nately, the computer team 
doesn’t run the bases very ag- 
gressively, so if you drop the 
ball, the opposing team will 
usually only score a single. 
However, dropping or misjudg- 
ing the ball while playing 
against a friend via the video 
link cable might result in an in- 
the-park home run if you’re not 
careful. 
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he game market 
may be full of 
flashy action 
games, but Tetris 
proved that there’s always room 
for a good puzzle game — as 
long as the concept was both 
challenging and interesting. 

Boxxle, like Tetris, is based 
on a simple idea. Each screen 
consists of an oddly shaped stor- 
age room in which a few crates 
are scattered. Your jobis tomove 
the crates to predetermined 
positions marked with dots. To 
rearrange the crates, you con- 
trola tireless warehouse worker 
named Willy. Although Willy 
can push the boxes in any direc- 
tion, he can’t pull or lift them. 
So if he pushes a crate against a 
wall, he won’t be to move it 
again since he can neither pull 
the crate nor get behind it to 
push it. Asaresult, solving each 
room in Boxxle requires careful 
planning or plenty of trial and 
error — usually both. 

When you finisha room, you 


Boxxle 


get a password so you can res- 
ume the game later. But instead 
of taking you back to the last 
room you finished, the pass- 
word always returns you to the 
first room in that area. From 
there, you can flip through all 
ten rooms in the area and choose 


one you haven’t solved. 
There’s no doubt that Boxxle 
is challenging — in fact, FCI 
recalled its original version and 
released an easier edition of the 
game. But though some rooms 
may seem impossible to solve, 
there’s always a logical solu- 
tion. It’s less certain, however, 
whether or not Boxxle will hold 
your interest. It has 108 screens, 
and the only variations are the 
number and arrangement of the 
crates and the shape of the 
rooms. After several areas, the 
game can become repetitive. 
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Although Boxxle lets you 
design up to three rooms of your 
own, this feature doesn’t add 
much variety. For one thing, the 
customized rooms aren’t con- 
nected with the rest of the game. 
And since it’s very easy to cre- 
ate a room that’s impossible to 
complete, you need to have 
solved the puzzle mentally be- 
fore you can even start solving 
it with Willy. 

SP 
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veryone knows that 
| |no one is better at 
getting out ofa tight 
spot than Bugs Bunny. But when 
he’s trapped ina castleand must 
wiggle his way through 80 
rooms to escape, even his wits 
are put to the test. 

To make matters worse, 
Bugs’ girlfriend, Honey Bunny, 
has been kidnapped and is being 
held in the castle. Sylvester, 
Daffy Duck, Yosemite Sam, and 
Wile E. Coyote have joined 
forces and have not only taken 
Bug’s true love, but are also 
guarding the carrots he must 
collect in order to advance from 
one room to the next. One touch 
from any of his enemies and 
Bugs is a goner. Fortunately, 
the Wascally Wabbit starts each 
game with five lives, and a 
password feature allows him to 
resume play without losing 
progress if he dies. 

Though the odds do 
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The Bugs 
Bunny Crazy 


to be in his favor, Bugs isn’t 
defenseless. He can don boxing 
gloves for an instant knockout, 
drink carrot juice for invisibil- 
ity, and push safes or crates onto 
his rival ‘toons. Most of the time, 
though, Bugs can simply out- 
run his foes. 


Most levels consist of either 
passageways of pipes or stair- 
ways and doors. The pipes 
provide Bugs a quick way to get 
out of trouble — or sometimes 
into trouble. All he has to do is 
jump into a pipe, and he’ll be 
transported to a new spot — 
preferably near carrots or weap- 
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ons. It’s easier to get cornered 
on a stairway, especially if one 
of Bugs’ adversaries comes 
through a door right after the 
rabbit. 

The Bugs Bunny Crazy Castle 
for Game Boy is almost identi- 
cal to the earlier Nintendo ver- 
sion, also from Kemco-Seika. 
The game’s fast movement and 
simple plot transfers well. After 
all, even though the premise 
isn’t overly difficult, pushing 
an object onto an unsuspecting 
Sylvester is definitely a lark. 
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indbenders are 
perfect for hand- 
held game ma- 
chines because they don’t re- 
quire complex graphics or 
animation. Flipull is another 
entry in the broadening assort- 
ment of puzzle games for the 
Game Boy. 

Flipull begins with a large 
configuration of cubes on the 
left of the screen. Each cube is 
marked with one of four de- 
signs. You control a small block 
on the right side of the screen, 
which you must flip over to the 
left into the pile. You can shoot 
the block into the other cubes 
horizontally or bounce it off the 
ceiling so it hits them vertically. 


If you can’t match any of the 
cubes, the computer automati- 
cally gives you a special block 
which matches anything. 
However, only three of the 
| specialblockscanbeawarded _ 
for each level. 
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The object of the Taito game 
is to eliminate cubes by flipping 
your blockintoa matching cube 
on the perimeter of the stack. 
Each time you toss a block, the 
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Flipull 


cube to the left of the one you 
knocked out is tossed back to 


youand the two matching cubes 
disappear. But you havetomake 
sure that the block you receive 
has a match on the perimeter of 
the stack. You complete a room 
by decreasing the original con- 
figuration into a predetermined 
number of cubes. 

A time limit for clearing each 
room keeps things moving. The 
game ends either when time 
runs out or when your block 
doesn’t match any perimeter 


block. You canearnextra points | 


by knocking out more than one 
block at a time or by completing 
a puzzle before time runs out. 
There aren’t any passwords, but 
a continue feature allows you 
three losses before you have to 
restart at level one. 
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The game is over when you 
can’t match a block and there 
_are no more special blocks 
available. 
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used to, despite it’s simple prem- 
ise. The blocks change position 
quickly, and sometimes it’s dif- 
ficult to follow the changing 
configurations. And after you’ve 
mastered the concept, you might 
find the game repetitious. But if 
you're a puzzle fan, Flipull is 


unique and creative. 
SP 


You can earn extra points if | 
you can manage to knock out | 
more thanoneblockatatime. 
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our ball is buried 
in the damp sand 
about a foot from 
the lip of a bunker. You have a 
few words with your caddie 
before you pull out your favor- 
ite sand wedge. Then you plant 
your weight on your left foot, 
take a swing, and land your ball 
within a foot of the pin. 

You can get all that golfing 
action without setting foot on 
the links with Nintendo’s gen- 
erically named Golf, an amaz- 
ingly good simulation for any 
system, let alone the tight con- 
fines of the Game Boy. You have 
all the options of a larger game, 


from club selection to a helpful 
caddie — all combined with 
excellent, crisp graphics. There 
are some full blown video golf 
simulations that don’t offer as 
much flexibility as Golf. 

Two different courses are 
offered, each with plenty of haz- 


Golf 


ards, bunkers, roughs,and wind 
problems. You control your 
shots with a standard power 
meter display that allows for 


hooking and slicing, depend- 
ing on how much above or be- 
low the contact point you hit 


the ball. You can even add back- 
spin to your shot by using the 
directional pad in conjunction 
with the A button. But remem- 
ber that unless you hit the 
backswing and contact marks 
perfectly, you’re not going to 
get anywhere near the rated 
distances for your clubs. 

You can view the entire hole 
while you’ re playing it by press- 
ing the B button, and you're | 
able to view your score at any 
time as well. The Golf cartridge 
also contains save-game feature, 
a rarity in Game Boy games. 
And finally, with the video link 
cable, you can go head to head 
with a friend in a game you 
have to see to believe. 
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o you believe 
you’re the next 
Buster Douglas? 
Would Mike Tyson run crying 
from the ring if he had to face 
you? Just wait until you try 
sparring with the fighters in 
Heavyweight Championship Box- 
ing. You won't win the huge 


purses real boxers earn in this 


Activision game, but then you 
won’t need stitches or sun- 
glasses after your bouts either. 

You beginas the low manon 
the totem pole, an amateur out 
to make a name for yourself. 
The six boxers standing between 


you and the championship belt 
have no sympathy for an un- 
derdog, and they’re going todo 
their best to send you packing. 
Before each bout, you get to 
size up your opponent and 
choose the punch you believe 
will give your foe the most 
trouble. Other options allow you 
to set your stamina, speed, and 


Heavyweight 
Champion- 
ship Boxing 


the frequency of your knockout 
punch. Though you might think 
you'd want to pull out your 
powerhouse blow as often as 


possible, that’s not the case. In 
an actual bout, it can only be 
thrown at certain times — and 


it’s the most physically drain- 
ing for you. 

As a matter of fact, it’s alto- 
gether too easy for you to throw 
great punches, send your oppo- 
nentreeling, and still wear your- 
self out before the first bell rings. 
You can regain a little strength 
between rounds, but once 
you're fatigued, you can kiss 
the bout goodbye. 

Heavyweight Championship 
Boxing gives you two views of 
the action. A bout begins with 
the usual third person view of 
the ring. But when you're close 
enough to your opponent to 
throw a punch, the viewpoint 
switches to a face-to-face per- 
spective so you can watch your 
punch land. It’s gruesome fun. 


SP 
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ased on an old 
Atari game, Hyper 
Lode Runner is a 
futuristic game from Bandai 
that combines quick reflexes 
with thoughtful strategy. 


You must evade robots 


while you collect piles of gold 
throughout a maze of ladders, 
bricks, ropes, and blocks. The 
slightest touch from a robot 
spells instant death, and your 
only defense against these 
mechanical monsters is to dig 
temporary pits in the bricks that 
make up the underground 
maze. Once a robot falls into a 
pit, you can safely traipse across 
his metallic head. However, if 
you fall into a pit, you may find 
yourself facing certain death. 
Shinny across the ropes at 
the top of the screen to reach 
those piles of gold at the top, 
then hustle down the ladders to 
get to the metallic mounds at 
the bottom. Some of the piles 
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Hyper Lode 
Runner 


are tucked away in nooks and 
crannies that require careful 
thought to retrieve. But if you 
dig atemporary pit in the bricks 
to gain access to some gold, 
you'd better have an escape 


hatch in mind or you may find 
yourself bricked in with no- 
where to turn. Once you clear 


all the piles on one level, you 
can climb an escape ladder to 
reach the next. 

The first 16 levels of the 50 
available are accessible by push- 
ing the B button when the start 
screen appears. After the 16th 
level, you must earna password 
to advance to more challenging 
mazes. You can also compete 
against a friend using the video 
link cable or create diabolical 


mazes yourself. 


Hyper Lode Runner is a chal- 
lenging game that some players 
might find frustrating to play. 
Others might be absorbed in 
attempt after attempt to clear 
the trickiest levels. 


SP 
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f you're looking for 
fast action and 
gripping thrills, 
look somewhere 
else. Ishido is a 
contemplative board game 
from the Far East that empha- 
sizes strategy and defensive 
tactics. So there’s not any slash- 
ing or hacking, but you may get 
hooked on this intriguing game. 
Ishido has only a few simple 
rules for play, so it’s relatively 
easy to get started. But when 
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you start plotting one of the 
seemingly endless number of 
strategies for the Nexoft game, 
you'll realize that there’s a lot 
more to Ishido than is apparent 
at first. 

Ishido is played on a board 
divided into 96 squares. The 
playing pieces are 72 stones, 
each with one of six symbols 
and patterns (two of each on 
every stone). All you have to do 
is place stones on the board so 
that they match other stones. If 


Ishido: The 
Way of Stones 


it sounds simple, think again. 
When you match two stones, 
either the pattern or the symbol 
must match. But the real points 
in Ishido are made by multiple 
matching. 

With a two-way match, a 


stone’s pattern must match that 
of one adjacent stone, while its 
symbol must match the symbol 
of another adjacent stone. The 
big point-winner is the four-way 
match, where you must match 
two symbols and two patterns 
on the four adjacent stones. You 
should try to get as many four- 
way matches as possible early 
in the game because each con- 
secutive four-way match earns 
progressively more points. It’s 
also a lot easier to make four- 
way matches when the board is 
relatively empty. 

Youcan play a solitaire game 
of Ishido to develop your strate- 
gies, but the real fun comes in 
playing against the computer 
or against a friend using the 
video link cable. No matter what 
version you decide to play, 
though, don’t be surprised if 
you start skipping meals and 
forgetting appointments just to 
get in a few more games. 
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fers such popular 
Nintendo games as Double 
Dragon II and IronSword — 
comes a new Game Boy title 
that has much of the same wit, 
style, and challenging game 
play. As the adventure begins, 
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our hero Kwirk and his girl- 
friend Tammy (a pair of walk- 
ing tomatoes) are exploring an 
underground labyrinth. Sud- 
denly, Tammy vanishes. Kwirk 
must search through the rooms 
of the maze to find her. Fortu- 
nately, Kwirk has some friends 
— including Curly Carrot and 
Eddie Eggplant — who occa- 
sionally pop up to help with a 
particularly challenging room. 

The rooms consist of ran- 
dom layouts of walls, turnstiles, 
holes, and blocks. The object is 
to manuever through the turn- 
stiles and around the walls to 
reach the exit. Large blocks can 
be shoved into the holes so 


Kwirk: 


The Chilled 


Kwirkcanraceoverthem. When 
you're joined by your friends, 
the trick is to get all two, three, 
or four of you out of the room so 
you can advance to the next 
level. 


Kwirk is actually two games 
inone. The most straightforward 
variation is called “Going Up?”. 
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Your goal is to journey upward 
through an underground maze 
with ten floors,and you can start 
on any floor you want. On each 
floor, you find yourselfinaroom 
that has various obstacles and a 
small staircase. You must move 
the obstacles in order to reach 
the staircase. Naturally, the ob- 
stacles are arranged differently 
in every room. There are ten of 
these rooms for each of the three 
difficulty levels (easy, average, 
and hard). 

The “Heading Out?” section 
of the game has a series of rooms 
connected like a tunnel. As you 
move forward, you keep en- 
countering rooms with turn- 
stiles and obstacles blocking 
your path. Each of the three 
difficulty levels has 99 rooms, 
and you can choose how many 
rooms you want to tackle. 

Kwirk is an excellent puzzle 
game that players of any age 
will enjoy. 
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ust the name of Ac- 
tivision’s new 
Game Boy game, 
Malibu Beach Vol- 
leyball, brings funto 
mind. You can almost feel the 
sunshine or hear the surf and 
the sea gulls. And if you can 
conjure up the atmosphere, you 
won't have to worry about the 
rest. This game supplies all the 


4 


volleyball action you'll ever 


need. 

You can select either the 
men’s or women’s team from 
one of four countries —the U.S., 
Brazil, Japan, orltaly. Eachteam 
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Your opponents often spike the 
ball on their third attempt to get 
it over the net. 
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has a different style and skill 
_ level, so become familiar with 
their characteristics before you 
choose a team. You can elect to 
play a single team ina best-two- 
of-three series, or you can play 
each of the three other teams 
once. And with a video link, 
you and a friend can play each 
other, or the two of you can 
team up to play the computer. 
Activision has done a good 
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Malibu Beach 
Volleyball 


job with the graphics in this 
game. The players are well- 
defined and individual, and the 
action is smooth and easy to 
follow. Like the real thing, you 
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Since you have to press one 
button to jump and another to 
hit the ball, it takes perfect 
timing to spike the volleyball. 
But practice — and try to hit 
the ball whenit’s as highas you 
can reach. 


~ 
\ 


_ The women’s league is a good 
team with which to practice. It 
| won't be long before you're 
slamming the ball with the best 
| 


\ 
| 
| 
of them. | 


y, 
al 


have to be perfectly positioned 
for each shot. Granted, it can be 
tough to judge distances some- 
times; but a good volley, 
whether or not you win the 
point, is very satisfying. And 
trying to win an entire match 
can become an all-consuming 
goal. 

The game follows the rules 
and scoring of standard volley- 
ball. Your timing for both regu- 
lar and power serves must be 
exact or the bikini-clad referee 
will call a side out. Make sure 
you go for any ball descending 
near the sidelines because that 
same referee will always say 
the ball was in, and you have no 
recourse but to accept the call. 

Spiking the ball requires 
more dexterity than a simple 
return, but once mastered, it 
makes life pretty tough for your 
opponents. It’s possible to block 
a spike, but you have to move 
quickly and accurately — and 
you'll probably miss the ball 
more often than you return it. 
SP 
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f you keep asking 
for a dirt bike for 

< Christmas and 
keep getting disappointed, 
maybe Motocross Maniacs is a 
compromise with which you 
and your loved ones will be 
satisfied. 

If you ever spend a Satur- 
day whipping cars around a Hot 
Wheels track, this game will 
look familiar. You can take to 


the track on your very own dirt 
bike in this Ultra game to prove 
your mettle in three different 
levels of eight courses each. But 
naturally, you should practice 
handling your machine on the 
Lone Wolf solo mode before 


moving on — unless you enjoy 
wiping out amid tough compe- 
tition. 

But once you havea little ex- 
perience under your belt, you 
can just rev the engine, add a 


Motocross 
Maniacs 


little nitro boost to sail over an 
obstacle, and fly through the 
air with the greatest of ease. 
Then you'll be ready for the 
computer challenge level, or 
even the Maniac-A-Maniac 
two-player game (which re- 


quires the video link cable). You 
might even want to progress 
from the easy skill level to a 
bumpy track, or that insanity 
level that really puts your health 
at risk. 


If you’re a real motocross 
maniac, you’re one of those 
bikers who thinks anyone who 
can’t do a wheelie has no busi- 
ness on the seat of a motorcycle. 
After all, there are some tough 
obstacles waiting for you on the 
track — loops, ramps, bumps, 
dirt troughs, and series jumps. 
And even if you survive the 
course, you may get cancelled 
by the clock literally at the last 
second. If you simply can’t beat 
the timer, grab a friend — the 
two-player game doesn’t have 
a time limit. 

Motocross Maniacs is the clos- 
est you can come to true dirt 
bike racing without risking your 
appendages. 
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ith those presea- 
son games just 
around the cor- 
ner, it’s time to 
start thinking 
about football — 
not that true fans ever stop think- 
ing about it. Konami’s NFL Foot- 
ball is the answer for anyone 
who views basketball and base- 
ball as time-killing events be- 
tween Super Bowls. 

NFL Football’s strengths are 
evident right from the begin- 
ning of the game. You can rep- 
resent any one of the 28 NFL 


teams, and you can choose any 
of the others for your opponent. 
So your first game might be a 
rematch between the 49ers and 
the Broncos — only with you at 
the helm of Denver, it might not 
be the blowout the last game 
between these two teams really 
was. 

There are six basic offensive 
formations and seven basic 
defensive formations from 
which to devise your game plan. 


NFL Football 


Each team plays differently, so 
you have to be aware of the 
subtle changes in the ways your 
opponents come at you. While 
you might be able to run all day 
against Kansas City, grinding it 
out against Chicago may prove 
to be the ultimate exercise in 
futility. 


Because of the small num- 


ber of basic play formations, you 
don’t have the flexibility in call- 
ing plays that you might have 
from a standard video or com- 
puter football simulation. 
However, given the style differ- 
ences in each of the teams, vari- 
ety of game play shouldn't bea 
problem. 

Defensively, you're able just 
to react to the ball. You can 
switch control from player to 
player to find the person in the 
best position to make the defen- 
sive stop. Although you'll dis- 
cover that some formations 
work better than others against 
certain teams, defense in NFL 
Football is still more a matter of 
how quickly you can react to a 
developing offensive play. 

The real fun in NFL Football 
is playing against a friend by 
using the video link cable. 
Human opponents are obvi- 
ously more unpredictable and 
challenging in their game play 


than the computer. 
SP 
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o you thought 
you'd put King 
Nemesis away in 
Gradius and Life Force. Think 
again. He’s back, only this time 
he’s been shrunk to the size of a 
beetle to fit onto the Game Boy 
screen. And he’s sending 
swarms of his alien minions 
after you. It’s up to you to climb 
into the latest battleship, the 
Proteus 911, and take him on, 
planet after planet, until you 
demolish him on his own turf. 


As you tear through the ali- 
ens, pick up the power-ups they 
leave behind. Then you can 
speed up, fire missiles, use laser 
power, blast a double gun, or 
shield yourself from your ene- 
mies’ firepower. Strategic use 
of these power-ups can mean 
the difference between success 
and failure, since certain weap- 
ons are especially effective 
against specific bosses. 
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Nemesis 


Flying over the Carnage 
Canyon or the Pyramids of 
Pyromania on your way to the 
Sacrificial Sarcophagus of Sat- 
urn requires dexterity. Only 
skilled pilots can maneuver 
through the barrage of enemy 


ships and their various weap- 
ons. However, maneuvering 
your ship — though you cannot 
turn it around to shoot at those 
foes who dare to sneak up be- 
hind you — isn’t excessively 
difficult. What is difficult is 


managing to overcome the ne- 
farious tactics of your foes as 
they attempt to blow you out of 
the alien skies. 


Your mission may be diffi- 
cult, but a rough-and-ready 
pilot like you is up to the chal- 
lenge. Rest assured that picking 
up Ultra’s Nemesis is much eas- 
ier than putting it down. 


SP 
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exoft’s Penguin 
Wars is a simple, 
graphically un- 
complicated game 
that obviously was 
designed with the 
Game Boy in mind. Such games 
are often more satisfying than 
scaled-down versions of full- 
blown Nintendo games. 

The object is to roll ten balls 
to the opponent’s side of the 


You can choose from five cu 
_ animal characters, each with 


playing table within 60 seconds. 
Your opponent, of course, tries 
to roll them back. Each contest- 
ant begins with five balls, and if 
you are struck by anopponent’s 
throw, you fall over and lose 
precious seconds (yourrival can 
also keep you off your feet by 
whacking you with more balls). 
Movement is easy — you only 
need the directional pad and 
the A button on your controller 
— but the action is fast and 
wacky, and it’s very easy to get 
behind and never catch up. 
There are three games in a 
set. If you win two games, you 
change opponents and advance 


Penguin Wars 


to the next set. A tied game goes 
into overtime until one side 
wins. Periodic bonus matches 
let you rack up huge score by 
slamming balls across the table 
unhampered by competitors. 
And tournament games with 
two to ten players are possible, 


but you'll need two Game Boys, 
two game cartridges, and one 
video link cable. 

You can play as any one of 
five characters. The penguin is 
an average player with well- 
rounded skills. The rabbit is fast, 
the cow is slow but powerful, 
the bat is quick and elusive, and 
the rat is a strategic thinker with 
little speed. Your adversaries 
are randomly chosen from the 
remaining animals. 

When the time remaining in 
each set gets down to 20 sec- 
onds, a special character sud- 
denly appears on the playing 
field, moving from side to side. 
Different things happen when 
you hit these characters with 
one of your balls — sometimes 
the ball bounces straight back at 
you, sometimes it takes outland- 
ish bounces, and sometimes it 
changes the ball’s path entirely. 

Penguin Wars is easy to 
grasp, but it packs enough fun 
and challenge to generate hun- 
dreds of enjoyable games — es- 
pecially for the youngest Game 


Boy fans i d. 
oy fans in your crow vais 
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eta’s QBillion is a 
puzzle game with 
athree-dimension- 
al twist. You con- 
trol a character named Mr. 
Mouse who must solve a series 
of puzzles by sliding blocks into 
place. But unlike many such 
games, in QBillion there can be 
as many as four blocks ina stack. 


The edit option allows you to 
build puzzles of your own. But 
remember that it’s often harder 
to create a solvable puzzle of 
your own than to solve one 
that’s built into the game. 


Each puzzle is made up of 
piles of blocks on a grid. The 
blocks are numbered to indi- 
cate how many layers make up 
each stack. A three, for instance, 
means that there are three blocks 
in that stack. The object of the 
game is to move all the blocks 
until they form a single layer. 

Mr. Mouse is only strong 
enough to move one block at a 
time, and he can only push 
blocks from one layer down. So 
to move a fourth-level block, he 
must stand on a third-level 
block. The catch, though, is that 


Billion 


<q » 


you can’t restack blocks that 
have already been reduced toa 
single layer. 

Some of the blocks have 
symbols on them, and these 
must be matched and erased 


If you play tic-tac-toe against 
the computer, you'll have to 
solve a puzzle before you can 
earn a square. 


from the board by pushing 
blocks with similar symbols into 


groups of at least four. Once the 
blocks are properly grouped, 
they begin flashing and will 
disappear when you press the B 
button. 

Not only are there 120 levels 
of puzzles, but there is also a tic- 
tac-toe game and an edit mode. 
In tic-tac-toe, you play against 
the computer. To place your 
mark ina tic-tac-toe square you 
must win the square by solving 
a puzzle and earning 50 points. 
The edit feature allows you to 
create your own puzzles. 

In QBillion a single wrong 
move can result in a dead end, 
so you have to plan several 


In addition to playing tic-tac- 
toe against the computer, you 
can play against a friend with 
the two-player mode. 


moves ahead to be sure you 
don’t get stuck. You'll probably 
get stuck quite a few times at 
first, but don’t get discouraged 
— you'll soon get the hang of it 
and start enjoying the challenge. 


SP 
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ame manufactur- 
ers are still search- 
ing frantically for 
“the next Tetris” — 
a game that’s easy 
to: learn, fun ‘to 
play, consistently challenging, 
and that remains fresh and 
appealing after hundreds, even 
thousands, of games. But they 
don’t come along every day; 
something as clean and elegant 
as Tetris almost has to be the 
product of sheer inspiration, not 
the deliberations of a design 
committee. 

Now comes Quarth from UI- 
tra, and it’s a real delight. If it 
isn’t “the next Tetris,” it will 
certainly do until something else 
comes along. Like Tetris, Quarth 
is simple, geometric, and pre- 
posterously addictive. You 
control a shooting spaceship 
(youcan choose the design from 
six different models) at the bot- 
tom of the screen. 

Ten different geometric 
shapes fall from the top of the 
screen, and you must shoot 


Quarth is just as addictive as | 
Tetris, a game to which it bears _ 
an upside-down resemblance. | 

] 


OES 


/ 


@®@e@eeeeeeCeeaeee 26606 


Quarth 
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blocks into them to build the 
odd shapes into even squares or 
rectangles. When you fill up a 
figure it dissolves, clearing part 
of the screen and awarding 
points depending on the size 
and trickiness of the shape you 
filled. 


| The more complicated the 
shape you fill, the more points 


it’s worth. 


| 
| 
| 
| 
| 
| 
| 
i 
| 
| 
| 
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If one of the falling shapes 
reaches your baseline, your ship 
is “Quarthed” (a polite term for 
being ground into so much 
twisted metal), and the game 
ends. These descending shapes 
are often nested inside one 
another, forcing you to make 
quick strategic decisions as to 
which of several possible shots 
will make it easiest to clear the 


Since the shapes are sand- 

wiched together, you must 
clear out some of the blocks 
before you can get to others. 


] 
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screen with subsequent moves. 

You can earn power boost- 
ers by dissolving particularly 
tricky patterns from the screen. 
The boosters can increase the 
speed of the blocks you shoot; 
briefly stop (or slow) the falling 
blocks, or dissolve all the blocks 
from the screen. 

Quarth is truly habit form- 
ing. The basic skills can be 
mastered in just a few games, 
but the game remains challeng- 
ing screen after screen. And last 
but not least, this kind of graphi- 
cally simple, uncluttered game 
lends itself perfectly to theGame 
Boy format. It may well become 


a classic. SP 
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he Chinese game of 
mahjongg is 2500 


years old; yet in it’s modern 
form, as Hal America’s Shang- 
hai, itremains as entertaining as 
it was in ancient times, when it 
was the obsession of kings and 
common folk alike. 


The game looks deceptively 
simple: 144 tiles are randomly 
arranged in a formation (called 
the “dragon”) that has single 
tiles along the edges and stacked 
tiles in the center. The object is 
to remove all the tiles, two at a 
time, by matching pairs of tiles 
with identical markings. But 
you can only match tiles that 
are untouched by another tile 
on either the left side or the 
right side, and that aren’t rest- 
ing beneath an upper tile. There! 
You’ ve learned to play the game 
— but the concentration and 
strategy it takes to remove all 
144 tiles isn’t as simple. 


Shanghai 


— 


Youcan play Shanghai using 
tiles marked with the original 
intricate Chinese suits — dots, 
bam, crak, dragon, winds, sea- 
sons, and flowers. But the game 
is much easier using the alter- 
nate tiles, which are boldly la- 
beled with letters, numbers, and 


symbols. When reduced to 
Game Boy size, the complex 
Chinese markings turn into 
black squiggles that are diffi- 
cult to distinguish, especially if 
you've never played the game 


before. 

The game options for Shang- 
hai are helpful without giving 
too much away. After all — the 
funofthe gameisin the playing. 
Still, if you get stuck, you can 
select “hint,” and the computer 
will highlight a pair of tiles you 
missed. If no matches are left, 
the computer lets you know that 
the game is over. You can re- 
play a tough dragon by enter- 
ing a three-letter identification 
code, and another option lets 
you take back plays you’ve al- 
ready made. Each time you push 
the A button, a pair of tiles reap- 
pears. Three different kinds of 
background music add to the 


fun. 
SP 
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o you live for 
thrashing? Is your 
idea of a hot set of 
wheels a really wicked skate- 
board? Now youcan enjoy your 
favorite sport during rain, sleet, 
snow, or recess with Skate or Die 
from Konami. 

Believe it or not, this skate- 
boarding simulation actually. 
hasa plot. Miss Aerial, the roller 
queen of Vileville and the 
daughter of legendary thrasher, 
Great Ben, has been kidnapped 
by ElRad, who has already 
sucked out the brains of the 
world’s greatest skateboarders 


in his efforts to become the great- 

est ramp rider in the universe 

(We’re not making this up.). 
But when he collected the 


brains of the top skateboarders, 
ElRad forgot about you. So 
here’s your chance to win the 
love of Miss Aerial, cleanse the 
world of ElRad and his cohorts, 
and become a world champion 


Skate or Die: 
Bad ‘n’ Rad 


thrasher all in one airborne 


sweep. 
There are seven levels to 
Skate or Die — four easy levels 
and three tough grinds. Youcan 
risk your neck three times, but 


you can earn extra lives by grab- 
bing one-up icons or by increas- 


ing your score by a mere 30,000 
points. The screens scroll hori- 
zontally in levels 1, 3, 6, and 7, 
and vertically in levels 2, 4, and 
5. But it doesn’t matter in which 
direction you’re moving — 
you're always going to be fight- 
ing one of ElRad’s henchmen, 


dodging a bomb, or ducking 
through a pipe. 

So if you’re brave enough, 
you can take to the asphalt to 
battle tons of wicked riders and 
some pretty strange bosses, 
including an insane clown, a 
wild sewer frog, Bionic Lester, 
and ElRad himself. Need an 
energy boost? Watch out for ice 
cream, pizza, and canned vege- 
tables scattered along your path. 
Combine a few vitamins and 
complex carbohydrates with 
your ollie skill, and you can 
definitely start grinding up the 
trucks. 

SP 
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f there’s a way to 
get into trouble, 
Snoopy, that lov- 
able, off-the-wall 
beagle, is going to 
find it. Whether he’s facing the 
guns of the Red Baron or play- 
ing Don Budge in tennis, Snoopy 
has tried it all. Now he’s be- 
come a master magician — and 
he may finally have gotten in 
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over his head. What’ S worse, 
he’s even dragged poor, unsus- 
pecting Woodstock into his 
mess. 

In Snoopy’s Magic Show, the 
hapless hound has accidently 
managed to conjure up a spell 
that not only multiplies Wood- 
stock, but also traps him and his 
clones ina series of mazes. Now 
Snoopy must rescue his little 
buddy. But it won’t be easy. All 
the mazes are filled with deadly 
magic balls that Snoopy also 
summoned in his spell-run- 
amuck. And many mazes have 
obstacles that appear and dis- 


Snoopy’s 
Magic Show 


appear at random, as well as 
teleportation squares that can 
move Snoopy or the balls across 
the room instantly. These things 
can really ruin a beagle’s day! 
The trick to winning is to 


outsmart the balls by using the 
obstacles and teleportation 


squares. Occasionally, help 
appears in the form of a moving 
“P.” Grab it and you can de- 
stroy the balls for a short time. 
And sometimes everything ina 
room freezes but you. Since you 
never know when these things 
will occur, you always have to 
be ready to take advantage of 


Even with more than one . 
hundred levels, you won’t soon 
tire of Snoopy’s Magic Show. 
There’s the option of using the 
Game Boy video link, so that 
two players can save all the 
Woodstocks from Snoopy’s 
magical meddling. Kemco- 
Seika has managed to create 
quite an enjoyable — though 
confounding — puzzle game. 
Snoopy doesn’t require perfect 
hand-eye coordination, but in 
the upper levels, it does tax your 
brain as you try to beat the 
bouncing balls. 


SP 
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t’s not an original 
story: In A.D. 2159, 
Earthis attacked by overwhelm- 
ing forces from the planet 
Reticulon. With the Earth Fed- 
eration Army wiped out, only 
one hope remains — the super- 
fighter called Solar Striker. Your 


mission is to pilot the Solar 
Striker into enemy territory and 
destroy Reticulon’s base and its 
main computer. 

But don’t be put off by the 
cliched storyline. Solar Striker 
from Nintendo is one of the 
best arcade games available for 
the Game Boy. You must blast 
through six stages of fast and 
furious attackers in order to 
penetrate the Reticulon’s base 
and destroy the computer. Each 
stage is controlled by a boss, 
and the last three stages also 
have some fairly nasty sub-vil- 
lains. You need to make good 
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Solar Striker 


use of the A and B buttons to fire 
missiles — remember that if you 
hold the buttons down continu- 
ously, you can blast off rapid- 
fire rounds. 

Your missiles have four dif- 
ferent power levels. If you pick 


up a single power-up item, 
you ll earn the double-shot fire- 
power bonus; two power-up 
icons results in the triple-shot 
and turbo bonuses. As an extra, 
you receive a bonus of 1,000 
points if you grab a power-up 
when your missiles are charged 
to their maximum. In addition, 
you can earn an extra ship (you 
start with three) for every 50,000 
points you score. 

There’s such a wide variety 
of Reticulon enemies — each 
with its own style of maneuver- 
ing and its own type of weapon 
— that you’d better get the 
double-shot power-up as soon 
as youcan. Solar Striker is tough, 
but you'll have more than a 
fighting chance at racking up 
huge scores. 


SP 
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dozen years ago, 
before game 
players had even heard the word 
“Nintendo,” the only video- 
game around was Pong. By to- 
day’s standards, Pong was be- 
yond primitive — on a green 
background, one white blip trav- 


eled between two longer blips 
in an unsophisticated render- 
ing of table tennis. 

But then came the arrival of 
the first real arcade game — 
Taito’s Space Invaders. With 
sound effects and a rough plot, 
this game made you a hero 
trying to save the Earth from a 
horde of invaders from outer 
space. Hot on the heels of the 
first Star Wars movie, the game 
was a huge success and truly 
paved the way for all future 
videogames. 

By the time the Nintendo 
Entertainment System was 
developed, Space Invaders was 
already archaic in complexity 


Space 
Invaders 
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and design. But the back-to-the- 
basics Game Boy machine is the 
perfect format for a new infesta- 
tion of invaders. And now a 


new generation can enjoy what 
is still a fun game. 

Here’s the way the game is 
played: Rows of aliens drop 
closer and closer (and faster and 


faster) to your laser cannon- 
equipped spaceship. You have 
to shoot them all before they 
reach the bottom of the screen. 
And when you see that flying 
saucer zip past at the top of the 
screen, you can blast it for extra 
points. 

Is that it? Sure! That’s all 
Space Invaders is supposed to do. 
It doesn’t have any warp zones 
because it doesn’t need any. 
There aren’t any experience 
points, martial arts moves, or 
level bosses, either. But what it 
does have is 50 levels of frantic 
action — just you against the 
aliens and their flying saucers. 
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he number and va- 
riety of sports 
games available for 
Game Boy is remarkable when 
you consider the short time the 
machine has been around. There 
are simulations for tennis, auto 
racing, baseball, soccer — even 
boxing. Now comes bowling, a 


| You can choose from four dif- | 
_ ferent weights of bowling ball _ 
| — each with significantly dif- 
ferent handling characteristics. _ 

} 


pastime which surely lends it- 
self to the Game Boy format as 
naturally as any sport can. 

World Bowling has been care- 
fully designed to maximize the 
Game Boy’s potential. Romstar 
has edited out all but the essen- 
tial graphic elements, then sub- 
tly tinkered with perspectives 
and size relationships to sug- 
gest a real bowling alley. 

You begin by choosing a one- 
or two-player mode and by se- 
lecting how heavy you want 
your bowling ball to be (seven, 
nine, 12, or 15 pounds). Remem- 
ber that it’s easier to put English 
on a lighter ball, but a heavier 
ballis more likely to knock down 


World Bowling 


all the pins. You can also select 
one of six nationalities for your 
character, each with a slightly 
different playing style. 

The right side of the playing 


The main screen is laid out 


does distort the scale of a real 


\ 
clearly and logically, even if it | 
| 
bowling alley somewhat. | 
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screen gives a bird’s-eye view 
of the lane, which is useful for 
lining up your shots. Across the 
bottom (along with a cute car- 


toon of your character) are 
graphs which allow you to 
gauge how much power and 
spin you want to put on each 
shot. 


You can play as any of six na- | 
| tionalities, each witha distinc- | 

tive playing style. Try all six to | 
| get the most from the game. | 


Line up the player and ball 
by moving the horizontal cross- 
piece. Press the A button to 
determine ball control,and then 
press it a second time when the 
power gauge has reached the 
desired level to get your ball 
rolling. You can bring up the 
score card by pushing the B 
button. 

The pin action is a little 
quirky — several of the back 
pins invariably start to fall be- 
fore the ball gets near them — 
but on the whole, World Bowling 
is a successful Game Boy adap- 
tation, with crisp graphics, good 
animation, and anot-bad sound- 
track. 
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Boomer’s 


Adventure 
in AsmikWorld 


]$ he kingdom of Asmik 
|$ World — inhabited by 
|e people evolved from di- 
|$ nosaurs — is now dark, 
*cold, and rainy...The 
gloom began one day 
Je when the evil Lord 
Zoozoon etected a great tower in the king- 
_ dom to control the climate. 

As Boomer, the hero of Asmik’s 
Boomer’s Adventure in Asmik World, you 
progress through a series of mazes, each 


1P PAUSE STAGE ©86 represent- 
2p a8 160 xD ; 

_ ing another 

level in 

Zoozoon’s 


tower. To 
move to the 
next level, 
you have to 
find the ies that unlocks the door to that 
maze. There’s only one problem: The key is 
buried, and it could be anywhere. 

Luckily, Boomer is quite a good digger. 
As you work through each level, you can 
find either a compass (which points you 
toward the key’s location) or a detector 
(which beeps as you near the right spot). 

You can’t beat Zoozoon’s henchmen in 
battle, but you can outsmart them by dig- 
ging holes in their path, then sneaking up 
and covering the holes when they fall in. 
You can also hurl bones and boomerangs 
at the enemy, although some of the bad 
guys will only be stunned by such an at- 
tack. 


Cosmic 
Tank 


seep in the center of the 
* galaxy’s planets, living 
ecores exist as parasites, 
< destroying each planet 
sfrom the inside out. 
° You're the commander of 
ea high-tech comsic tank 
whose mission is to destroy the fortress 
homes of the living cores. 

This war-faring game from Atlus/ 
Asuka combines shoot-em-up arcade se- 
quences with role-playing elements for a 
Game Boy adventure unlike any other 
presently on the market. On two-dimen- 
sional screens, you can use bombs and 
laser beams to destroy aliens and uncover 

ee the ..., secret 
cave entrance 
to the under- 
ground for- 
tress. Once 
you enter the 
fortress, the 
screen per- 
Sp.ectivee 
changes to 3-D screens, and you must con- 
centrate on maneuvering your tank. 

In the training mode, you become ac- 
customed to handling your tank. In the 
quest mode, you must fly to each planet, 
uncover the enemy’s fortress, and kill the 
final boss. And in the vs. mode, you can 
destroy the boss character more quickly. 

Cosmic Tank is a nice change from the 
puzzles, space adventures, sports simula- 
tions, and martial arts contests that make 
up the majority of the Game Boy titles. 


Daedalian 
Opus 


n Daedalian Opus, a jig- 
saw-type game from Vic 
Tokai, the mythology of 
ancient Greece is used as 
background. But under- 
neath its Hellenic influ- 
ence lies an interesting 


puzzle game. 

In the ancient land of Daedalus, sym- 
metry and time are revered. But your prog- 
ress through this world is hampered by the 
shapes and blocks which are strewn along 
your path. You must rearrange the blocks 
to clear your path and enter Daedalus. 

With an elder to encourage you be- 
tween levels, you solve an increasingly 
challenging series of puzzles. Given a set of 
geometric shapes such as rectangles, L- 
shapes, and H-shapes, you must fit them 
into a larger outline, such asa cross. As the 
puzzles progress, you receive more shapes 
to fitinto more complex outlines, and some 
of the shapes won’t be used. 

<T itt i Puzzle 
games con- 
tinue to be 
popular with 
Game Boy 
designers — 
and with 
good reason. 
The Daedalian Opus faces tough competi- 
tion in the conundrum arena, but its simple 
premise should make it popular among 
beginning and younger gamers. 


Dead Heat 
Scramble 


he weather is warm, the 
sky is blue, and the road 
is calling you. Slip be- 
hind the wheel of your 
favorite four-wheeler for 
aday of action with Dead 
Heat Scramble. 

You can race a dune buggy, a sandrail, 
or an off-road truck in this obstacle course 
for four-wheeled vehicles. In ten stages of 
non-stop excitement, you must send your 
vehicle through tricky courses, avoiding 
objects such as boulders, walls — and other 
vehicles. amen 

If you ae amie 16 
pick up the : 
bonus icons 
you'll find 
around the 
tracks, you 
canearnsuch 
advantages 
as leaving oil 
spills behind to trip up your competitors. 
It’s cheating, but all’s fair when you re trying 
to cross the finish line before time runs out. 

This arcade-style Electro Brain game, 
with its cheerful soundtrack and crisp 
graphics, is especially nonviolent. Your 
accidents and rolls merely slow you down 
without causing any damage to either driver 
or vehicle. But Dead Heat Scramble lacks pit 
stops, vehicle modifications, or damage 
considerations, so fans of true racing games 
may find it unrealistic — and ultimately 
unsatisfying. 


Dexterity 


hough its title would 
seem to imply that this 
game requires a certain 
ability to coordinate per- 
ception and hand move- 
ments, Dexterity instead 
requires the ability torun 
around a grid of squares. 

The object of the SNK game is for you to 
turn each of the squares its opposite color 
by running over it. Certain moves cause all 
of the squares in a row or column to change 
color simultaneously, and certain blocks 
are perma- 
nent and 
cannot be 
changed. 
It’s also im- 
possible to 
flip two 
blocks in op- 
posite direc- 
tions at the 
same time. 

However, monsters are running around 
that same grid, changing the squares back 
to their original color. If you run into a 
monster, you lose a life. But if you can 
change the entire row of squares where a 
monster is located, it will be halted tempo- 
rarily. Youcanalsostuna monster by catch- 
ing it between black squares. 

Trying to stay ahead of the 30 levels of 
monsters can be quite challenging. Just 
when you think you've got the entire grid 
covered, a monster pops up in some corner 
and foils you again. 


Heiankyo 
Alien 


™7]1§ hisseemingly nonviolent 
|* game hasa rather blood- 
thirsty plot: Alien foes 
are threatening the town 
of Kyo by chewing on 
any villager unfortunate 

oe enough to wander into 
the range ae this bicuspids. The people of 
Kyo must depend on Kebiishi, a brave 
warrior, to defend them. 

Kebiishi decides that the best method 
of disposing of the aliens is to bury them 
alive. So he digs holes, waits for hapless 
aliens to fall inside, and then covers them 
up. If Kebiishi cannot busy the creatures 
before they catch him, their huge mouths 
munch him down in two quick bites. 

This Meldac game has two modes — 
one based on the old computer game from 
which this version was adapted anda newer | 
one which is graphically more detailed. It’s 
major flaw is that the village scenes vary 
only in the arrangement of the houses and 
other obstacles, as well as in the number of 
aliens the hero must bury. So there’sa Bood 
possibility 
that players 
may find this 
quickly learn- 
ed game mo- 
notonous 
long before 
they’ve saved | 
Earth fromthe L 
aliens. 


Jordan vs. Birds 
One on One 


ichael Jordan jab-steps 
around Larry Bird, then 
launches high into the air 
for a behind-the-back 
slam dunk. A moment 
later, Bird gets the ball, 
spins away from Jordan, 
and fires a three-pointer. You've seen it 
time and again in the NBA, and now you 
can do it yourself with this well-produced 
action game. Jordan and Bird hada hand in 
developing their own computer charac- 
ters, so their 
strengths 
and weak- 
nesses corre- 
spond to real 
life. 

Lik & 
emphasis 
throughout 
this Milton Bradley game is on fast action, 
plenty of moves, and a variety of playing 
options. You can pit the two champs against 
each other, enter a slam dunk contest as 
Jordan, or try a three-point shoot-out as 
Bird. 

Jordan’s slam dunks are spectacular, 
and you have plenty of different styles 
from which to choose. Making the transi- 
tion from movement to shot is particularly 
important for his slam dunks. 

Bird’s outside shooting is suitably 
impressive, and he shoots well from just 
about anywhere on the court. But you need 
to get your timing down for quick releases 
or even Bird won’t make the baskets. 


Mousetrap 
Hotel 


|: mouse’s holeis his castle, 
|¢ and Maxie Mouse isn’t 
satisfied with his lot in 
life. Not when his abode 
isa dank, dark hole inthe 
basement of a high-rise 
hotel. He’s got his eye on 
the penthouse — and your job is to help 
him literally climb the ladder of success. 

Maxie has to contend with some nasty 
urban dwellers, but you'll be able to outwit 
the blind mice, army ants, and maids that 
fill the building. It may not be as easy, 
however, to deal with the laundry chutes, 
fitness machines, and mousetraps that 
endanger Maxie at every corner. 

But by grabbing cheese and other 
power-up items, Maxie can give his ene- 
mies a run for the money as he works his 
way through all six stages — from the 
laundry, the workout room and the lobby 
to the restaurant and ballroom. 

Since Maxie is never in real danger — 
even mallets only knock him unconscious 
— Mousetrap Hotel is a great nonviolent 
pans ie kids. But gosh, kids and adults 

i MM, 7p) alike had bet- 
ter watch out 
for that 
Mouse-Sen- 
sitive Vapor 
System. 


NBA AIl-Star 
Challenge 


ports games for the 
Game Boy continue to 
abound, and now hot 
basketball action is avail- 
ablein NBA All-Star Chal- 
lenge. The best players 
from real NBA teams 
were included in this action-packed game 
from LJN. The superstars hitting the court 
include Michael Jordan, Larry Bird, Patrick 
Ewing, and Charles Barkley. 

Practice your free throws, ball control, 
and rebounding — you're going to need all 
your skills in this comprehensive basket- 
ball marathon. Play against the computer 
or use the video link cable to challenge a 
friend’s basketball expertise. The statistics 
and the excitement mount as you attempt 
to beat the best of the best in the game. 

But you don’t have to play standard 
basketball. Other challenges include 
Around the World, a foul shot competition, 
and one-on-one action. If you choose your 
game plan carefully, then fast breaks are 
yours at the touch of a button. Master the 
basics of the game and move to higher 
levels of skill. 
From the jump 
ball through 
the final bas- 
ket, it’s a fast, 
furious, and 
fun challenge 
on the courts. 
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Paperboy 


s ollowing the success of 
° Paperboy in the arcades 
e and for the NES, the 
« Game Boy version of this 
s winner is sure to be a hit. 
¢ The Mindscape game is 
e a fantasy take-off on an 
experience that thousands of kids know 
about firsthand: having a paper route in 
suburbia. 

But what a route! Hop on your bike and 
gain points for delivering your papers to 
subscribers’ houses and for hurling your 

]) newsprint 
missiles 
through the 
windows of 
non-sub- 
Scribers.. 
And don’t 
Forget.» to 
pick up ex- 
tra bundles 
of newspapers when you run out of your 
original stock. 

Of course, while you're trying to keep 
tabs on who’sa subscriber and who gets his 
windows broken, you have to dodge your 
trusty two-wheeler around tricycles, lawn- 
mowers, and the unfriendly neighborhood 
dogs — just to name a few of the obstacles 
you'll face. 

At the end of each day, your perform- 
ance willbe reviewed by your boss. If you’ ve 
delivered to all the right addresses (and not 
broken any of your subscribers’ windows 
in the process), you'll keep your job. 


Pipe Dream 


$ he PC version of this 
s strategy game won 
e awards throughout the 
e. . 

e industry for its clever 
$ conceptand flawless exe- 
* cution. Now Pipe Dream 
e isbeing released for NES 


and Game Boy by Bullet-Proof Software, 
and its translation promises to be equally 
outstanding. 

In this sewage adventure, you’re a 
plumber with some major clogs. Luckily, 
there’s a sewer cleaner called flooz that can 
be driven through the pipes — but only if 
you can construct an emergency pipeline 
with spare pipe. 

Okay, we admit it doesn’t sound like 
much, but take our word for it. Pipe Dream 
is lots of fun. You start constructing your 
pipeline from a set point on a grid, and the 
available spare pieces are stacked on the 
screen. There arecurvy pieces, straight pipe 
(both vertical and horizontal), and cross- 
pieces through which the flooz can flow 
both ways. 

The key to 
high scoring 
is to look be- 
yond the im- 
mediate piece 
and try to 
place pipe 
several squares ahead. The more complex 
your pipeline, the more points you'll score. 
And if you can make the flooz flow both 
ways through a crosspiece, you'll rack up 
big points. 


Revenge of 
the Gator 


t sounds like a monster 
movie, but Revenge of the 
Gator is actually a de- 
tailed pinball game. Take 
all of the flippers, bump- 
ers, and bonus points of 
the best pinball simula- 
tions, shrink them to Tom Thumb size, and 
you've got Gator. 

The entire pinball machine is four 
screens high. 
When you 
launch your 
pinball, it 
shoots only 
three screens 
high, but you 
can reach the 
fourth area 
from either the third screen or from a bonus 
round. There are three different bonuses in 
Gator, each with a separate screen. 

By hitting certain items scattered around 
the board, you can increase the effect of 
gravity, make stoppers appear and flippers 
disappear, reverse the players’ scores, re- 
turn the ball to the shooter lane, or warp 
your ball to a different area. 

The Game Boy’s liquid-crystal display 
(LCD) screen causes a minor persistence 
problem that blurs the pinball as you try to 
follow its movement. But once you get used 
to it, Revenge of the Gator is a delight for solo 
players and competitors alike. 


Soccer Mania 


veryone knows that base- 
ball is the national pas- 
time of the United States, 
with football running a 
close second. But for 
almost every other coun- 
try in the world, football 
is the national pastime. That is, the kind of 
football we in the States call “soccer.” 

In CSG Imagesoft’s new sports 
simulation Soccer Mania, the U.S. soccer 
team has reached the World Cup Champi- 
onship Tournament for the first time ever. 
But it is a Cinderella team, expected to fall 
in its first match. It’s up to youas the team’s 
captain to make sure that doesn’t happen. 

You play by the same rules as in real 
soccer. You have to work ¢ on ageing and 
kicking, and i 
you also 
have to have 
a goalie you 
can depend 
on. Your of- 
fensive play- 
ers can pass, : 
throw the ball in bounds, corner ack or 
shoot. Your defensive players can make 
sliding tackles to rip the ball from the other 
teams’ possession. And your goalie can 
throw, jump, and dive sideways to keep 
the ball from hitting the net. 

The competition is fierce — the five best 
teams in the world, plus an All-Star Team 
shrouded in mystery. Can you make cham- 
pions of your underdog team? 


suidas Scrabble 


emember the excitement 
of placing zebra on a 
triple-word score block? 
Or racking up double 
your opponent’s points 
° just by adding a Y to the 
e ° word fruit? Scrabble, one 
of the most popular board games of all 
time, has been translated for the Game Boy 
by the com- 
pany that 
produces the 
original 
version, Mil- 
ton Bradley. 
And the GB 
Super Scrabble 
plays almost 
exactly like it does when you set up the 
board game on your kitchen table. 

The object, naturally, is to form high- 
scoring words from your rack of seven 
letter tiles. Each letter has a point value 
corresponding to its common usage. Thus, 
P is worth three points, while E is only 
worth one. The distribution of letter tiles is 
also based on usage, so out of 86 tiles, there 
are four S’s, but only one X. 

Scoring depends not only on the values 
of individual tiles, but also on the place- 
ment of words on the board. Certain squares 
offer double or triple word or letter scores. 
Asa matter of fact, you may have trouble in 
Super Scrabble determining which graphic 
icon stands for which bonus. But once 
you've figured that out, winning just de- 
pends on your vocabulary and your skill. 


<\ 


course, by Shred- 
der. For five stages, the 
action ranges nonstop all 
over the New York landscape, 
including extensive scenes inside 
the city’s twisting sewers. 
Since each turtle has different 
strengths and abilities, you'll have toswitch 
from one character to another, depending 


SX 


Teenage 
Mutant Ninja 
Turtles: Fall of 
the Foot Clan 


< ustthink—five yearsago 
* turtles were simply slow- 


Z 


° moving reptiles. No one on the situation. But you can only switch 
> had ever heard of Teen- characters 
3 age Mutant Ninja Turtles. between 
: But when you take a stages, or if 
e quartet of genetically your turtle is 


altered turtles, name them after Italian 
Renaissance artists, add a diet of pizza, and 
throw in a little martial arts action, you’ve 
got a huge hit on your hands. 

In this all-new game from Ultra, news- 
caster April O’Neil has been kidnapped by 
members of the Foot Clan army, led of 


captured. 

4 ee see = 
thousands of 
turtle fans 
who have been waiting for a portable ver- 
sion of the adventures of those heroes in a 
half shell won’t be disappointed. 


LICENSED BY NINTENDO. 
FOR PLAY ON THE 


os 
LENTERTRINMENTS> 
Seen’ 


A This official seal is yoUraSsurance thatiilintendo 
he 
wh games.and accessories. 0 ensur 


WWE 
Superstars 


WF Superstars is your 
chance to step into the 
ring with real-life wres- 
tlers Hulk Hogan, Randy 
“Macho Man” Savage, 
the Ultimate Warrior, 
and others. Body slams, 
head butts, flying drop kicks, elbow 
smashes — it’s all possible in this free-for- 
all. 

You select your wrestler from among 
the eight built into the game. Each one can 
take part in single or tag-team matches. 
You can also compete against a friend if 


ITTING THE WOAD. 


you have a video 
cable link. 

Pump iron and get into 
better shape during the spe- 
cial training mode before each 
match. But once you step into the 
ring, it’s no-holds-barred. Your tough 
competitors can even throw you outside 
the ring. 

Acclaim, the company responsible for 
the popular WWF Wrestlemania for NES, 
developed WWF Superstars as well. It 
doesn’t have 
all the fea- 
tures of its 
larger cousin, 
but it should 
be popular 
with Game 
Boy fans. 


—e 
is Out to save® 
& clutches of 44 
. 
val Now youcan | 
you sa aos 
-aky room to spooky chamber. 
and out of mysterious Goots and stairways. 
Even hurtle through an endless maze of drainpipes. 
Carrots score points. Cargo crates and boxing gloves help fend 
off that band of wascals on your way to wescuing 
your kidnapped sweety. Br 
Bugs Bunny's Crazy Castle adventure and 
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Acclaim 
71 Audrey Avenue 
Oyster Bay, NY 11771 


Activision 

(a division of Mediagenic) 
3885 Bohannon Drive 
Menlo Park, CA 94025 


Asmik 

Wells Fargo Bank Building 
444 South Flower St. 

Suite 1600 

Los Angeles, CA 9007 1- 
2975 


Atlus/Asuka 

17145 Von Karman 
Avenue 

Suite 110 

Irvine, CA 92714 


Bandai 
12951 East 166th Street 
Cerritos, CA 90701 


Bullet-Proof Software 
8335 154th Avenue, NE 
Redmond, WA 98052 


CSG Imagesoft 

9200 Sunset Boulevard 
Suite 820 

Los Angeles, CA 90069 


Electro Brain 
573 East 300 South 
Salt Lake City, UT 84102 


FC| 

150 East 52nd Street 
34th Floor 

New York, NY 10022 


Hal America 

7873 S.W. Cirrus Drive 
25-F 

Beaverton, OR 97005 


Jaleco 
5617 West Howard Street 
Niles, IL 60648 


Kemco-Seika 

20,000 Mariner Avenue 
Suite 100 

Torrance, CA 90503 


Konami 

900 Deerfield Parkway 
Buffalo Grove, IL 60089- 
4510 


LUN 
1107 Broadway 
New York, NY 10010 


Meldac 

1801 Century Park East 
Suite 2210 

Los Angeles, CA 90067 


Milton Bradley 

443 Shaker Road 

East Longmeadow, MA 
01028 


Acclaim 2) FC 
Asuka 

Technologies 
CSG Imagesoft 


Datla East 


Electro Brain 
Gamemania 
Hal America 
Jaleco 

Kemco-Seika 


Mindscape 
3444 Dundee Road 
Northbrook, IL 60062 


Nexoft 

3868 Carson St. 
Suite 21] 

Torrance, CA 90503 


Nintendo of America 
4820 150th Avenue, NE 
P.O. Box 957 
Redmond, WA 98052 


Rom*star 
22857 Lockness Ave. 
Torrance, CA 90501 


Seta 

22301 South Western Ave. 
Suite 107 

Torrance, CA 90501 


SNK 
246 Sobrante Way 
Sunnyvale, CA 94086 


Konami 

Mediagenic 

Meldac 

New England 
Services 

Nexoft 

Seta 

SNK 

Taito 

Vic Tokai 


Square Soft 

Westpark G-1] 

8347 154th Avenue NE 
Redmond, WA 98052 


Sunsoft 
925 A.E.C. Drive 
Wood Dale, IL 60191 


Taito 

267 West Esplanade 
North Vancouver, B.C, 
Canada V7M_1A5 


Tradewest 

P.O, Box 1796 

2400 South Highway 75 
Corsicana, TX 75110 


Ultra 
900 Deerfield Parkway 
Buffalo Grove, IL 60089 


Vic Tokai 
22904 Lock Ness Avenue 
Torrance, CA 90501 


Game Player's 
subscription 

Strategy Guide to 
Nintendo Games 
subscription ._—«it/ 

Sports for Kids 
subscription 
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GAMEMANIA'S GOT IT! 


Hundreds of titles—at the lowest prices— 


SUPER OFF ROAD 


Sy Le ro Dao 


$7100 
PY esreul eee 
SACS 


(301) 484-9654 


K Description Pr. ea. |Qty. Description Pr. ea. |Qty. Description. Pr. ea. |Qty. Description 
Advanced Dungeons & Dragons | $49.99 Ninja Gaiden 2 [$49.99 Total Recall $59.99) Bugs Bunny Crazy Castle $29.99) 
Astyanax $44.99 Pac Man $19.99) Ultima : $54.99) Boxxle $29.99) 
Bad News Baseball $42.99| | Paper Boy {$39.99| L Viper : $54.99 | Double Dragon $29.99 
Baseball Simulator 1,000 $49.99 Phantom Fighter _ $39.99 Wheel of Fortune Family Edit. | $49.99) Heart Attack $29.99 
Bases Loaded 2: 2nd Season _|$49.99) Pinball Quest $37.99) Willow . $54.99] | Kwirk $29.99 
Bat Man $49.99) RBI Baseball $19.99) : Moto Cross Maniacs $24.99 
BigFoot __|859.99|__| RBI Baseball 2 $39.99| | World Grand Prix $47.49| | Nemesis ____[s2499 
Bugs Bunny II ___ |$54.99 Road Blasters $44.99 Wrestlemania : $39.99) NFL Football $24.99) 
Double Dragon __ [$44.99 Robo Cop $59.99) GAMEBOYTAPES —_sy Paper Boy : $24.99 
Double Dragon II: Revenge $59.99 Romance of 3 Kingdoms $64.99 Bases Loaded / $29.99 Wheel of Fortune $29.99| 
Duck Tales $54.99 Super Contra : $44.99 Batman | . $29.99 Wizards & Warriors $24.99) 
Ghengis Khan oo $64.99| _| Super Off Road |$49.99| Shipping/Handling, Insurance, & Guaranteed Delivery Chart| Sub Total 
Gauntlet ee $19.99) $00.00 Upto$19.99..... $2.75 Outside Continental U.S. : 
Jeopardy 25th Anniversary $49.99) Taro's Quest $44.99 $20.00-$34.99 _...........$3.75 include appropriate shipping) (4D Residents 
Mad Max $49.99 Tecmo Bowl $44.99| $35.00-$44.99 and handling plus $7.50. | Add 5% Sales 
Magic Johnson's Fast Break $44.99 $45.00-$59.99 sibel lg Hee Tax 
g a $60.00-$99.99 . handling plus $28.00 
Ms. Pac Man $39.99 Top Gun Il: Second Mission $44.99] $100.00 ormore : onee : Shipping/ 
Nee sare Hrs ta 7a PLEASEINDICATE METHOD OF PAYMENT anata 
Wb dick irections see 
Sane = Ho One: : a VisA(i3or 1edigig) chart at left.) 
ADDRESS APT _________|_ YOURCARD NUMBER Expiration Date [o 
erry STATE (Have La out J no conbeaht Ae aoe Recon. 
BP PHONE | ee SiGnatuRe 


Thank you for ordering from GAMEMANIA®, Playing it for the fun of it! Prices are subject to change without notice. Quantities are limited. 
All merchandise is shipped UPS ground. Next day and second day air delivery are available, please call for air shipping charges. 
*GameMania promises to beat any price advertised in this magazine or found in any mail-order advertisement! 


CELEBRATE OUR 1st ANNIVERSARY! This month only take 10% off any game or accessory in stock 
or $10.00 off any Genesis, Turbografx, Lynx, Nintendo, Atari or Gameboy System until 7-31-90 


THE ULTIMATE GAME CLUB 


And since we ship overn itch any:price, why bother going anywhere else! 
CAL 0-TOY-CLUB & Order NOW 


Here’s Just Some of the Benefits: For 


We stock all the games the stores have & all the games they don’ 
We’ll match any advertised price on any items they have in stoc! 


We ship all orders in stock within 24 hours overnight 

at the lowest prices anywhere! ® 

We have a Toll Free # 1-800-TOY-CLUB to place orders! 

We offer specials, discounts, contests & prizes + a subscription to our Newsletter 

featuring tips, secrets, strategies & more you'll find no where else. Instant approval thru Telecheck. . ; : 
® We also iscounts on our large orders } the:size of the order! 


Here’s Just Some of the GAMES! Call us for Old, New, or Used Games you DON’T See in this ad 


ecks & company, checks with ; 
Out.fast. No waiting for your check to clear the bank. 


SEGA GENESIS 16 BIT 
ENTERTAINMENT SYSTEM 


TLE WE WE 
SELL SELL 
USED NEW 


O Genesis System 159.99 189.99 
O Genesis Power Base Converter 29.99 39.99 
(allows you to play regular Sega games or Genesis) 
O Genesis Control Pad 1499" 19.99 
Genesis Headphone Set NO 14.99 
Genesis Power Stick (MAY) 34.99 44.99 
Beeshu Genesis Striker 22.99 29.99 
Beeshu Genesis Gizmo 44.99 59.99 


GENESIS GAME CARTRIDGES 


Alex Kidd 39.99 
Airdiver 

Crackdown 

E-Swat (SEPT) 

Forgotten World 

Ghostbusters (JULY) 

Ghouls N’ Ghosts 

Golden Axe 

Golf 


oooa0 


Herzog Zwei (APRIL) 
Insector X (MAY) 

Ka-ve-ki (MAY) 

Last Battie 

Michael Jacksons Moonwalker 
Mystic Defender 

Phantasy Star 2. (MARCH) 
Rambo Ill 

Revenge of the Shinobi 
Shove It: The Wherehouse Game 
Soccer 

Space Harrier Il 

Super Basketball (JULY) 
Super Hang On 

Super Hydlide 

Super Monaco GP (SEPT) 
Super Thunder Blade 

Target Earth (MAY) 

Thunder Force II 

Tommy Lasorda Baseball 
Truxton 

Zoom 


NEW GENESIS GAMES TBA 


Curse ® Hard Drivin ¢ Paperboy * Roadblasters 
Skull & Crossbones ¢ Phelios * Thunder Force 3 
Super Hydlide ¢ Atomic Robo Kid ® Abrams Battle Tank 
G88 Attack SubeF-15 Strike Eagle © Vet- 
te © Telegenesis (Sept.) ¢ Cyberball (July) * Tougue of 
the Fatman (June) ¢ Spiderman ® Dick Tracy ¢ Mickey 
Mouse 
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NEW SEGA GAMES 


Assault City-Light Phaser Game 24.99 
Basketball Nightmare 
Dead Angle 
Dynamite Dux 
Golden Axe 

Gotfa Mania 

Psycho Fox 
Scramble Spirits 
Shinobi Kid 

Slap Shoot 

Tennis Ace 

Ultima 4 


Call for 100’s more used & new Sega games 


ATARI GAMES 
Call us for prices and availability on Atari 2600, 7800 
& XE games or get our free new hot catalog. 
ATARI LYNX PORTABLE 
ENTERTAINMENT SYSTEM 
Call For Price 


oo0000000000 


O Blue Lightning 
O Chips Challenge 
O Electrocop 

O Gauntlet 

O Gates of Zendocan 
CO Rampage 


GAMEBOY 
0 NES Gameboy 
OC Gameboy Carrying Case Soft 
© Gameboy Rechargeable Battery Pack 
O Gameboy Hvy.Dty. Hard Plas. Case 


O Gameboy Carry All 
0 Doc's Deluxe Carry Case 
© Dynasound Nylon Carry. Gase. 


O Dynasound Hard Carry Case 


O Alleyway 

© Baseball 

© Bases Loaded 

0 Boxet oe 
o Ee ers itenture cae : 
© Bugs Bunnys Crazy. : 
© Castle Vania Q 

© Daedalian Opus (JULY) 

© Flipull 

© Fortress of Fear (Wiz. & War. X) 
© Heart Attack (MAY) 

CI Heiankyo Alien 

O Hyper Lode Runner 

CO Ishido-The War of Stones (OCT) 

O Kwirk 

© Motocross Maniacs 

© Penguin Wars (JUNE) 

O Revenge of the Gater 

© Shanghai 

© Space Invaders(JULY) 

© Super Mario Land 

O Tennis 

O Wheel of Fortune 

© WWF Superstars 

© World Bowling 

© Wheel of Fortune 


TURBO GRAFX 1 
© Beeshu Ultimate Superstick 
© Zoomer Steering Wheel 
© Turbo Grafx System 
O Turbo Tap 
© Turbo Cable 
OC Turbo Pad 
0D Turbo Stick 
0 CD—ROM 
OC Turbo Booster 
O Alien Crush 
O Blazing Lazers 
© Bonk's Adventure (APRIL) 
O China Warrior 
O Crater Maze (MARCH) 
© Cybercore (MAY) 
© Deep Blue (MARCH) 
© Dragon Spirit 
© Dungeon Explorer 
O Dinosaurs (MAY) -CD 
0 Galaga 90. 

O Final Lap Twin 

© Fighting Street-—CD game 
O Fantasy Zone 

0 JJ & Jeff (MARCH) 
0 Legendary Axe 

O Microbox (MAY) 

O Military Madness 

© Monster Lair—CD game 
© Moto Roader 

© Neutopia (APRIL) 
O Pacland 

© Power Golf 

O Ordyne 

0 R-Type 

0 Side Arms 

QO Shanghai (MAY) 

© Space Harrier 

O Takin’ It To The Hoop 
O Vigilante 

© Victory Run 

O World Class Baseball 
© World Court Tennis 
OG Y’s—CD game 


6 
34.99 
39.99 
139.99 
15.00 
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NEW NINTENDO GAMES 


O 8 Eyes 
0 A Boy and His Blob 

O Abadox 

© Adven, in Magic Kingdom 
© Al Unset’s Racing 

CO Alt Pro Basketball 

D Archon 

O Arkistas Ring (JUNE) 

© Astyanax 

OC Back to the Future 2 

CO Bad News Baseball 

© Baseball. Simulator 1000 
O Bases Loaded 2 

O Bashi Bazook 

©. Battle Chess (JUNE) 

© Batman 

2 Battle of the Olympus 

O Bigfoot 


O Burai-Fighter 
O Bug Buster 
© Bug's Bunny's B'day Blowout (JULY) 
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© Cabal (JUNE) 

O Califomia Raisins (JULY) 
O Captain Skyhawk (JUNE) 
O Castlequest 

O Chessmaster 

© Challenge of the Dragon 
O Chase H.Q. 

O Circus Caper 

O Code Blue 

O Code Name Viper 

© Conflict 

0 Cosmic Explosion 

O Crystalis 

O Dash Galaxy 

© Double Dragon 2 

O Demon Sword 

CO Destination Earth Star 
© Double Dare 

© Dungeon Magic 

© Dragon Spirit 

© Dynowarz 

O Escape from Atlantis 

O Fantasy Zone 

O Faria (OCT) 

0 Final Fantasy (AUG) 

O Fun House 

O Gilligans Island 

O Galactic Fighter 

O Golgo 2 

© Ghostbusters 2 

O Grid Grabber 

© Hatris (DEC) 

O Heavy Barrell 

© Hell Raiser (Super Cart.) 
OC Home Sweet Home 

Q Hunt for Red October 

© Image Fight 

O Indiana Jones & Last Crusade 
O Infiltrator 

O Isolated Warrior 

O Jack Nicklaus Golf 

O Jack & the Beanstalk 

O Jeopardy! 25th Anniv. 
O Journey to Silius 

O Kicke Cubicle (JULY) 

Q Kid Kool 

O Klax 

© Little League Baseball 
© Lunar Pool 

© Mafat Conspiracy 

G Magic of Scheherezade 
© Mag. Johnson's Fast Break 
Maniac Mansion 

0 Mario Andrettis GP (JUNE) 
O Master Chu & Drunkard Hu 
© Mechanized Attack 

Q. Metal Fighter. 

© Mission Impossible: 


O NES Play Action: Football 
O Ninja Gaiden 2 (JUNE) 
@.ORB-IT = 

0 Phantom Fighter 

0 Police Academy-The Game: 
O Pictionary i 
O Pinball Quest 

© Pipedream (AUG) 

O Princess Tomato (SEPT) 
O The Punisher 

CO Puss ‘N Boots 

O RBI Baseball 2 

© Rock N Ball 

© Rescue - Embassy Mission 
O Pinball Quest 

O Pipe Dream 

0 Pradikus 

O Rad Racer 2 (JUNE) 

0 Remote Control 

© Rescue Rangers (JUNE) 
C Road Blasters 

© Robin Hood 

CO Robodemon 

© Rocket Ranger 

© Rollerball 

© Robocop 

© Shadowgate 

O Shingen (SEPT) 

0 Silent Assault 

O Silkworm 

O Snakes Revenge 

0 Snoopy 

O Solstice (JUNE) 

© Starship Hector (AUG) 
O Star Tropics 

© Super Contra. 

O Super Mario Bros. 3 


OD Black Bass. 


O Super Spike V-Ball 
© Super Spy Hunter 
O Target Renegade 
O Taro’s Quest 
O Terra Cresta 
O Time Lord (SEPT) 
O Top Gun 2 
O Top Players Tennis 
O Total Recall (JUNE) 
OD Twin Cobra 
O Vegas Dream 
O War in Middle Earth 
0 Webworld 
O Wheel of Fortune Fam. Ed. 
O Wizardry 
O World Champ: resting 
O Wrath of Black Manta © Tag Team Wrestlin 
© Wurm O Three Stooges 
O Xexyz 3 0 Top Gun 2 
0 Zarac : O Top Players Tennis 
SPECIALS THIS MONTH ate bee 
Buy any 4 get a free membership © Ultima 


CB 'Eyes. 
Gh Adven. of Bayou Billy 


Bede Oe 33s GET AFREE MEMBERSHIP 
£) Adventures of Lolo 1&2. : If you buy: 


2 Ebay (6 the Futire 1. Any Turbografx System, CD Player 

0. Baseball Stars or purchase over $50. 

Cd Bases Loaded 2. Any Sega 8 bit game purchase over $50. 
3. Any Atari Lynx or game purchase over $50. 

4. Any of the games below: 


Rolling Thunder 49.99 
Road Runner 49.99 
Alien Syndrome 49.99 
Vindicators 49.99 


O Pebble Beach Golf 
O Metal Fighter 

O Monster Party 

O NFL Football 

© Raid 20/20 

O Rampage 

C RBI Baseball 

O River City Ransom 
© Romance 3 Kingdoms 
O Sesame Street ABC 
O Sky Shark 

O Shooting Range 

O Silent Service 

O Stealth ATF 

O Super Dodge Ball 
O Supersprint 


aoe 
is Buriny 
ak Ble Bobble i Xybots 
Q Bump IMB . : t 

i : Indiana Jones 44.99 
Q Burai Fighter: Pacan 39.99 


~ © Casing Kid é — 
0) Championship Bowling r Toobin 4499 Shinobi 49.99 
Chessmaster 


O'Oybemoid 5. The U-Force oe 
0 Crystal Mines 6. The Power Glove 9.99 
O Dr. Chaos 

O Defenders 2 

© Demon Sword 

O Destination Earth Star 
0 Dig Dug 2 

© Duck Tales 


U.S. Postage for 1st game is $5.00 UPS & 
$7.50 Fed. Ex. Add 50¢ for each additional 
game. Call for rates for Alaska/Hawaii & out 
of the U.S. & any accessories bigger than a 


O Festers Quest 
O Flying Dragon 
O Friday the 13th 
O Galaga 

O Gauntlet 

O Genghis Kahn 
O Goal 

0 Godzilla 

OC Hoops 

O Hydlide 

O Infiltrator 

O Joust 

0 Magic of Scheharazade 
© Metal Fighter 
© Kings Knight 


game. 


Kids-Please! - Only call us if you wish to 
order or have an adult with you. Our phone 
lines are always busy because of the 
1000's of questions we get. The people 
that want to order can’t get through 
because of that. So-please restrict the 
amount of calls you make. Soon we will be 
installing a hint line with 1000’s of tips and 
updates on new games -but until then 
please try to restrict the amount of calls 
you make. Thank you! 


Yes, I want to join The Ultimate Game Club. 
Enclosed is my money for: 0 $10 for 1 year or 0 $25 for 3 years 
O Just send a free catalog for now 


NAME 


ADDRESS 


CITY 


STATE. ZIP. 


QMC/VISA 


Exp. 


‘WARNING: You must be 18 years or older to use a credit card. Any use ofa credit card by anyone 
‘Gut the authorized card holder will not be allowed to purchase product and under the Federal 
‘Government Law Act 18 USC 1029 will be subject to punishment of up to $100,000.00 fine and 
20 years imprisonment or both. All our phone lines are traceable through our carrier so we can 
determine the origin of the call instantaneously. 


O CHECK OMONEYORDER TELEPHONE: 


We do not accept C.0.D. orders. All orders in stock shipped within 48 hours. Call for postage rates on orders for accessories & large orders. Discounts available on large orders. We do not accept used Atari games anymore. For Nintendo and Sega Games we deduct $2.00 for missing instructions, $1.00 for missing box or slip case, $2.50 for miss- 


ing controller or 3D glasses & $3.50 per game if we return a game back to you. All CT orders must pay 8% sales tax. Any refunds or exchanges are subject fo a 5% handling charge or $3.50 whichever is greater. We reserve the right to change policies, 
authorization. All new defective merchandise is warranteed by manufacturer only. All used games guaranteed for 30 days from ship date. All used and defective games can only be exchanged for same game. We make no quarantees for product 
for orders only. Any other inquiries must call 1-203-388-6366/ All games you wish to reserve must be paid in advance. You must be a member to buy and sell games at the club prices, or else you pay list price for all accessories and $5.00 


prices or specials at any time without prior notice. No refunds, credits or exchanges without prior 
Performance. Once your order is placed it cannot be changed without authorization. Tol free lines are 
more for any games. We also will pay you $2 less for games you sell us unless you are a member. Please 


allow 4 weeks upon receipt of used games you send us so we can process and test your games. Then we will send you a check or games you've ordered from us within 30 days. c 1989 Ultimate Game Club. Atari, Sega, Sega Genesis, Turbografx and Nintendo are registered trademarks and are not related to us nor are we endorsed by them. 
Prices are subject to change without notice. We are not responsible for typographical errors. Some orders wil take longer than 24 hours to process due to verification of orders, unavailability of product or other things beyond our control. All prices listed are members prices only. NOTE: Some of the items in this ad may not be in 
stock when you read this ad. All games that are preordered cannot be cancelled or retunded—only credit will be issued towards a future purchase. All credits take 30 days to process. All games that are preordered cannot be cancelled or refunded-only credit will be issued towards a future purchase. 

Ultimate Game Club 1491 Boston Post Road, Old Saybrook, CT 06475 


out to strafe the stratosphere, obsessed with ending : 
ody reign of King Nemesis. Suddenly, that heap of a 
y's horde of henchmen swoops down out of a nebula, 
1 with’ lethal molecular bursts. You grit your teeth, 
.- “denen the controls of your pressure- cooking starfighter, the 
: Proteus 911, and power up its arsenal of land-blasting lasers and. 
-. dual devices of destruction. 
But wait! A barrage of enertron bullets streaks toward you. 

» With lightning reflexes you fire your mauling missiles as you're hurled ~ 

__ into yet another level of terror. Your last hope is to double your 5 
firepower and create a duplicate starfighter with the ship- eed a 
option. What will be your fate?» ® 
Bonus levels...or oblivion? 


‘the long b 8) 


CAM F.S 


Nemesis™ is a trademark of 
Crystalline Creations Inc 
Nintendo, Game Boy and the 
Official Seajs are trademarks of 
Nintendo of America Inc 

¢ 1990 Nintendo of America Inc 
Ultra” and ULTRAGAMES® are 
registered trademarks of Ultra 
Software-Corporation..—. 

¢ 1990 Ultra Software Corporation. 


Soccer Mania™ is a trademark of CSG Imagesoft Inc. ©1989 Kitty Group, Japan 


CSG Imagesoft | and Imagesoft!™ are registered trademarks of CSG Imagesoft inc. Nintendo? Game Boy™ and Game Boy™ Compact Video System are Trademarks of Nintendo of America Inc. 


